ZI 


۳ 


M 
© 
2 
т 
E 
z 
بدا‎ 
N 
M 
5 
Ek, 


| 


JOIN THE 


F 


ч 


a vere ne 


SUBSCRIBE TO ARLO! 


HE'S ON FIRE, folks! 


Yes, NF's bluest, fuzziest team member is scorching through subscription number milestones over on his YouTube channel, 
blazing up the charts so fast that some of that blue fuzz must surely be singed by now. As of this writing, he's surpassed 337,000 
subscribers, putting him over a third of the way toward the lofty million mark. And he's amassed that following so quickly! When 
we first interviewed our pal Arlo back in our 28th issue, his subscriber count was just north of 137000 — so he's managed to add 
over 200,000 more in the time it's taken us to arrive here at our 38th edition! (Let's see... do the math here... he’s gaining 20,000 
new subs in each span of two months it takes for us to assemble new issues? That's insane.) 


If you aren't yet one of those Arlo-following fans on YouTube, you should be! His videos are always insightful, informed and, best 
of all, funny! His content is always totally family friendly, too, and I've been happy to see my sons sit down and watch with glee as 
Arlo presents his opinions on new Nintendo announcements, laments game delays and pines for Pikmin 4. So show him your 
support! Subscribe to Arlo! — LUCAS 


YouTube.com/ArloStuff 
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It was déjà vu all over again as Shovel 
Knight claimed the NF cover for a 
second time — and even struck the 
same pose of striking the earth! It was 
a deliberate double-dip with that most 
daring digger, though, as we focused 
our attention on the fact that the 
Yacht Club Games team was hard at 
work developing Shovel Knight when 
we published NF #7 in January 2014, 
and they're still hard at work finishing 
the same game five years later. (It's 
wrapping up soon! Very soon!) For this 
edition, we wanted you first to reflect 
on the year of 2018, telling us which 
games were your favorites and what 
the best surprise of the year was, in 
your opinion. Then we asked you to let 
us know which 2019 game you're most 
looking forward to, and, finally, we put 
you in the job of Nintendo's calendar 
planner and had you pick dates for the 
upcoming 2019 releases. Let's-a go! 


sooner than later. I'd love for it to be a 
special holiday release of grand propor- 
tions, but I'm greedy and want it now 
since it's been SO long since New Leaf 
came out. 2019 is looking up, and I can't 
wait. - UNKNOWN XAVIER 


My favorite game of 2018 has to be 
Smash Bros. Ultimate. It's unoriginal, I 
know, but this was my very first time 
playing a Smash Bros. game. In fact, it 
was my very first 2D fighting game! I'm 
loving it in every way. Seeing that I'm a 
bit of a completionist, | decided to 
collect every Spirit, and I'm very close 
to completion, and | regret nothing. | 
love games with collectables, and when 
there are over 1,000 of them, І can't 
resist. 

I'm most looking forward to Animal 
Crossing, as it will be my first time 
playing an Animal Crossing game, and I 
love trying new things. After completing 
all the challenges in New Super Mario 
Bros. U Deluxe with gold, | need a game 
that will be both fun and relaxing, and I 
found that very game! Now I just need 
to hope that it releases very soon, 
because I can't wait! 

| imagine that it would be almost 
impossible for Nintendo to release a 
first-party game every month, so I 
would release a new game every other 
month, starting with Animal Crossing in 
May (two months after Yoshi's Crafted 
World), followed in July by Pikmin 4???? 
(I can dream). In September/October I 
would release Luigi's Mansion 3, so that 
everybody can start Halloween off by 
catching some ghosts with a vacuum 
cleaner. And I'd release Bayonetta 3 in 
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LETTERS 


Asa Nintendo fan, 2018 was a bit of a 
disappointment. The year was mostly 
filled with ports, with most first-party 
games being smaller ones, such as 
Mario Tennis Aces and Super Mario 
Party. However, that doesn't mean there 
weren't great games. 

One ۱ think will be mentioned in basi- 
cally everyone's response is Super 
Smash Bros. ultimate, and for good 
reason — it's probably the biggest 
fighting game of all-time, with newcom- 
ers and old-comers from throughout 
gaming history. It's really an achieve- 
ment. 

Octopath Traveler brought a great 
third-party exclusive, and a great JRPG 
too. I'd been waiting for a great RPG to 
come around on the Switch, and this is 
one of the first ones I picked up. It's 
great. 

But the game that | loved the most 
from last year is easily Celeste. Its tight 
and challenging platforming along with 
its great characters and story just add 
up to one of my favorite games of all- 
time. I'd highly recommend it. 

— HELLOMERIO 


I enjoyed a number of games from last 
year, but the ones that stuck out to me 
most were Smash Ultimate and the Octo 
Expansion in Splatoon 2. Smash 
Ultimate made me feel like a kid again, 
and the Octo Expansion made me glad 
I'm not a kid since those levels are 
super difficult. | would love to see more 
stuff like the Octo Expansion for other 
Nintendo games (hint, hint, Mario 
Odyssey). I'm really looking forward to 
Animal Crossing and | hope it comes out 


INBOX 


TWO PEAS IN A POD 


Have you ever just stopped to consider the similarities of 
Yoshi and Kirby? 

These are two of Nintendo's biggest stars. Two of the 
eight original Smash Bros. fighters. Both headliners of 
their own separate, ongoing franchises that have been 
regularly getting new games since the '90s. Both of 
them have eating enemies as their main gameplay 
gimmick in the core installments of their series, but then 
both also regularly entertain their audiences with spin- 
off titles that set their insatiable natures aside in favor 
of goofy, one-off design ideas. And both have been given 
gorgeous, yarn-themed platformers designed by the fine 
folks over at Good-Feel! 

It's that last point that really rose to the forefront of 
my mind as we began planning for this issue, especially 
after Nintendo confirmed that the month of March 
would see the release of Yoshi's Crafted World (by Good- 
Feel), but that it would be preceded three weeks earlier 
in the same month by Kirby's Extra Epic Yarn (also by 
Good-Feel). It's like the opening act for Crafted World is 
its own grandpa! (With Yoshi's Woolly World being the 
generation in between the two in this scenario.) 

Nintendo clearly thinks of both Kirby and Yoshi in the 
same way, using them for the same purposes in the 
same styles of games — and that made me imagine that 
the two of them, in a sense, are rivals with one another. 
Not direct rivals in an in-game way like Ryu and Ken or 
Scorpion and Sub-Zero, and not even in a marketing 
sense like Mario and Sonic. But both the Pink Puffball 
and the Green Gobbler are constantly elbowing each 
other for position behind the scenes in the offices of the 
Big N, I have no doubt. 

So welcome to Rivals Unraveled! We're springboarding 
off that Yoshi/Kirby duality that's being placed front and 
center this March and using it as an opportunity to 
examine other ongoing rivalries in gaming too. You'll see 
such battles between brands brought up here and there 
throughout the pages ahead, and maybe you'll find 
yourself siding with one over the other each time! 

Also of note this time around: We're pilot testing a new 
Rumors subsection at the end of our regular Previews 
pages. You'll see the background fade a bit from the 
normal black to a grey there to indicate that those 
games are not yet confirmed to actually exist — but it 
gives us a chance to talk about them and examine the 
evidence that they might! 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 


a 
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The game I'm most looking forward to is the one 
and only Untitled Goose Game! The game just 
reminds me a lot of what ۱ was afraid of when I 
was little. When I was little and we went to the 
zoo, | was afraid that the geese would either eat 
my peanut butter & jelly sandwich or just bite me 
when it was lunch time. What? Luigi's Mansion 3 
and Animal Crossing? ۱ don't know what you're 
talking about! - JOSHUA BLODEL 

*Flips back through the last several NF issues* 
... Wait, have we seriously not talked about 
untitled Goose Game yet? Please accept my 
profuse apologies, NF readers! It's a great- 
looking sim/puzzler in which you become a 
goose. But not just any goose! A goose who 
happens to be a total jerk and delights in 
ruining the day of any human it sees. (Well, 
OK, that sounds like any goose.) 


DON'T ANGER 


THE OX 


If you could design a Nintendo Labo product and 
game, what would it be? - THESNIPERGECKO 
It saddens me to inform you that work on my 
proposal for "Labo Championship Wrestling" 
is not going well — bouncing off cardboard 
ring ropes tends to end in tragedy. Who knew? 


Do you think that we'll get a second Fighters Pass 


for Smash? — MAJORA 
Depends; is Waluigi in the first? 


MARCH/APRIL 2019 


If | was scheduling the release of 2019's 
upcoming games, | would start off with something 
cute and fun like Animal Crossing or Yoshi's Crafted 
World. Then I'd end it with Metroid Prime 4 in 
September and Luigi's Mansion 3 in December. 
(Luigi's not shivering because he's scared. He's shiv- 
ering cause he's cold!). 

Oh yeah, | remembered to apologize to my Mom! 
— JOHN WHITTLE 
Good man, John. Make sure you get her a great 
Mother's Day gift this year! Got some bad news 
about Metroid Prime 4's chances of landing in 
September, though. Or December. Or December 
next year! Flip over to Page 36 for the update. 


Fire Emblem: Three Houses is definitely the most 
anticipated game of 2019 for me. There hasn't been 
a real console Fire Emblem since the Wii, when the 
series was on its last legs. Now it's bigger than ever, 
and hopefully Intelligent Systems has given the new 
edition the polish and attention it deserves. The 


delays actually make me feel better about it — give it 


as much time as it needs! 

For scheduling, I'd start things off slow with 
Yoshi, to give us a nice quiet Spring. Build up to Fire 
Emblem over the Summer, to give us a game we can 


really sink our teeth into. Luigi's Mansion in the Fall, 


to build up momentum to the holidays. And of 
course, for Black Friday, finally release the biggest, 
longest-awaited and best-selling of all the coming 
Nintendo franchises . . . Animal Crossing! 

— JOHN HAMILTON 


I'm looking forward to playing Yoshi's Crafted 
World in 2019! | really enjoyed Yoshi's Woolly 
World and it was surprisingly challenging if you 
wanted to collect everything. This new adventure 
looks just as cute and | hope to be able to play it 
soon. — ANGELA 

It hits store shelves on March 29, Angela! Just a 
few weeks after this issue hits mailboxes. 


time for Christmas or something. In between these 
releases | would sprinkle in some DLC for older 
games such as Mario Odyssey and Mario Kart (Pink 
Goomba from Mario Odyssey in Mario Kart please!). 
— ANDREAS TANGEN NYGAARD 


Unsurprisingly, my favorite game of the past year 
was Super Smash Bros. Ultimate. It's been an inter- 
esting time for me — this past fall | went halfway 
across the country to start college, and my time 
playing the Switch has taken a bit of a nosedive — 
but coming back home over winter break to play 
some good old Smash with my older brother 
brought back memories of us playing Brawl back in 
'08. |, of course, haven't gotten any better, whereas 
he's virtually at a professional level, but as long as 
we do team battles, everyone's a winner, right? 

The title I'm looking forward to most, by far, is 
Animal Crossing. While Stardew Valley's done a good 
job of holding me over this past year, there's nothing 
quite as therapeutic as an Animal Crossing game, 
and being able to make emotional connections with 
everyone in my town is a complete blast! I still 
remember when I went to the ends of the earth to 
get Kabuki's Pic back in Wild World, and let me tell 
you, that thirst for character pictures still hasn't 
been quenched. (Tied for second place are Yoshi's 
Crafted World and Game Freak's upcoming new 
project, Town.) 

As such, if | were in charge of Nintendo, I'd 
release Animal Crossing toward the beginning of the 
year. It's a game that you need to experience 
throughout the year, so the sooner you get it out, 
the more time you get to spend playing it over the 
months as other titles trickle out. — MATT 
ALAMODE 


I’m most looking forward to Luigi's Mansion 3 in 
2019 because we all got the chance to play the 
original Luigi's Mansion on the 3DS last year. Now 
we'll get to see how far the franchise has come. 


NINTENDO'S ICONS, BY PLAYSTATION 


Nobody tell Sony, but there's a Smash fan in their midst! Setting the long-running rivalry between the 
PlayStation and Nintendo brands aside, Raf Grassetti, an art director at Sony Santa Monica, has spent 
the last few months crafting intricate, professional-quality fan art of the Smash cast and posting profile 
pics of each fighter one at a time on Twitter. Can you tell that Raf was previously responsible for the look 
of last year's breathtaking God of War on PlayStation 4? These Nintendo mascots look like they're ready 
to set out on a quest right alongside Kratos! To see more, visit Raf's Twitter 082826: ۰ 


THE PLAYER'S POLL 


Congratulations to John Whittle, the winner of last issue's Player's Poll! 
Your new chance to win is below, and this time around we're interested to see 
your responses to some cinematic inquiries! 


QUESTION 71 QUESTION 22 QUESTION 23 


What is the greatest video Are you looking forward You're suddenly in charge of 
game-related movie of all-time? to the new Detective the new animated Super Mario 
Make your case! Tell us why it's Pikachu movie? Why or Bros. movie. What kind of story 

the best and why our other why not? Will you go to would you tell? What kind of art 

readers should watch it! see it in theaters? style would you choose? 


Send your responses to PlayersPoll@NFMagazine.com with the subject line 
"Player's Poll for Issue #39" - this time, one reader whose answers are picked 
for print will win a copy of the Pokémon: Detective Pikachu movie on DVD & Blu-ray! 
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XBox LIVE COMES TO THE SWITCH 


It's an unprecedented new level of cooperation from two of gaming’s biggest competitors! 


While Xbox Live is free to join, it’s 
Xbox Live Gold that allows for online 
play. If that holds true here, we could 
be looking at a future where two 
online memberships are required for 
full online functionality! 


Xbox Live has a lot to 
offer, especially if the 
Switch can be treated as 
a companion device to 
the Xbox One. Could 
Xbox Game Pass work 
on the Switch? 
Streaming Xbox games, 


perhaps? — DAVID 


Xbox (not to be confused with the 
Xbox One, which is the third Xbox), 
Xbox Live has effectively gone on to 
set the standard for what an online 
service for a home console could be, 
and is generally the benchmark 
against which all others are compared 
— including Nintendo Switch Online. 
While Xbox is looking to expand its 
Xbox Live ecosystem from its family of 
home consoles and PC applications to 
more than 2,000,000,000 devices, it's 
at present unknown what this could 
mean to the core Nintendo fan. On the 
one hand, it could provide an alterna- 
tive service to Nintendo Switch Online 


for virtually all games on the platform. 


On the other, in what is perhaps an 
even more likely scenario, developers 
and publishers will have to opt in to 
one service or the other, or potentially 
both. The upcoming Mortal Kombat 11, 
for instance, could allow you to 
compete online on the Switch using 
your choice of either Xbox Live or 
Nintendo Switch Online, whereas if 
you want to go online with Super 
Smash Bros. Ultimate, you might have 
no option other than the latter of the 
two. 

What's more, we have to wonder 
how cost might figure into all of this. 


enabling support for Achievements 
and multiplayer functionality to be 
baked in directly. 

It's that latter point that may have 
interest piqued the most. Mere 
months ago, Nintendo launched their 
own online service for the Switch, 
aptly named Nintendo Switch Online, 
which has been met with a fairly tepid 
reception. While the ability to back up 
saves to the cloud is welcome and 
some are happy to indulge in the 
almost Netflix-like offering of titles 
from the Nintendo Entertainment 
System catalog, online multiplayer has 
been something of a sticking point. 

Aside from the shift to charging for 
a feature that has been free for the 
majority of the console's life thus far, 
it's the performance that has been 
more grating, particularly among fans 
of the recently released Super Smash 
Bros. Ultimate. Steady connections 
and lag-free matches have been the 
dream since the series first went 
online with Brawl on the Wii, but even 
with a new paid service, they haven't 
quite made the jump to reality. 

That's where people are now 
looking to Xbox Live as a possible 
beacon of hope. Established in 
November of 2002 on the original 


FIRST, THERE WAS Minecraft for Wii 
U. Then came cross-platform play with 
Rocket League and Fortnite on the 
Switch. Now comes Xbox Live? 

That's the buzz that has had the 
video gaming community stirring since 
a session report for the 2019 Games 
Developer Conference was purport- 
edly leaked. It has since been 
removed, of course, but not quickly 
enough — everyone's already pounced 
on it and gotten the speculation 
machine rolling. 

Titled "Xbox Live: Growing & 
Engaging Your Gaming Community 
Across iOS, Android, Switch, Xbox and 
PC," Gamesindustry.biz reports that 
the description read "Get a first look 
at the SDK to enable game developers 
to connect players between iOS, 
Android and Switch in addition to Xbox 
and any game in the Microsoft Store 
on Windows PCs." 

The report goes on to add that 
Microsoft already requires users to log 
in with an Xbox Live account when 
playing Minecraft on all other plat- 
forms, save for the continuously 
elusive PlayStation 4. But with this 
new software development kit, devel- 
opers could further tie their service 
into their cross-platform games, 
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PLAYSTATION PRAISE 


A surprisingly sweet sentiment from Shawn! 


hardware business. People would say 
things like, 'Kids play games on mobile 
phones and tablets. Dedicated 
portable gaming is dead and gone.' 
But as I’ve said before, never underes- 
timate Nintendo. And boy did they 
ever deliver. Not only with innovative, 
easy-to-use, fun-to-take-along gaming 
— they also launched it with a Game of 
the Year. [Talking about Breath of the 
Wild, which was displayed behind him 
as he spoke.] All of us are better for 
their efforts." 

Wowza, right? | guess we'll need to 
pay more attention to D.I.C.E. from 
now on! 


Xbox has been pretty 
buddy-buddy with 
Nintendo in recent years, 
but | was amazed that 

the man in charge of 
PlayStation SENE speak 
so highly of the Big N in 
his big keynote speech! 
— LUCAS 
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ONCE A YEAR, every year, the rival- 
ries of the video game industry push 
pause for a few days in February. The 
most influential executives from all of 
the biggest companies in the business 
all get together in Las Vegas, coming 
together to network, talk shop and 
swap success stories at the annual 
D.I.C.E. Summit. They leave days later 
and the fight is right back on, with 
each of them trying their best to drive 
all the others into the dirt and ensure 
that their games are the ones that sell 
the most copies and reach the most 
players, but for that brief span of days 
in that neon-lit city in Nevada, a truce 
is called and observed by all. 

Video game fans don't often pay a 
whole lot of attention to what happens 
at D.I.C.E. each year, because it's pri- 
marily a business convention — the 
people who attend talk sales numbers, 
market trends and the like. There 
aren't new game reveals or anything 
like that, so we all mostly tune out. 
This year, though, Nintendo fans' ears 
were perked up when we heard that 
some very kind words were shared 
from the stage during the keynote 
address. Very kind words spoken by 
Shawn Layden, the head honcho in 
charge of the PlayStation brand! 

You'd think that Mr. PlayStation 
himself would spend his time praising 
his own products, but instead he gave 
credit where it was due, saying, "The 
best-selling console of 2018 in the U.S. 
was . . . the Nintendo Switch. Nintendo 
took a massive risk when they brought 
this to the market. People thought 
Nintendo might one day be out of the 


THE DEFECTOR 


Damon Baker has ditched the Switch. 


TURNCOAT. RECREANT. TRAITOR! 

Гат saddened to have to tell you this — all you true-blue and never- 
wavering Nintendo loyalists reading this fine Nintendo magazine — but 
there has been a defection from our forces. Damon Baker, longtime 
face of the Nindie scene and stalwart champion of all things Nintendo 
for over 12 years during his tenure as an employee at Nintendo of 
America, has ended that tenure. He submitted his resignation just days 
before Christmas this past December and walked out the doors of NOA 
HQ for the last time. 

And that would be fine! That would be perfectly acceptable, as he 
put in over a decade building up the House of Mario and making a 
major impact on the eShop scene most of all in his outreach to the 
indie community. If he had decided to simply move on and pursue 
other adventures in life outside of the realm of video games, we would 
have thanked him for his service and wished him well. 

But no!! Not happening, buster! Because Damon Baker has betrayed 
all the things we hold dear by taking sides with the enemy. He’s been 
named the new Head of Portfolio at Xbox. 

Xbox, Damon? Really, Damon?!?!? How could you leave a dream job 
working with the likes of Reggie Fils-Aime, Shigeru Miyamoto and Eiji 
Aonuma and go stand shoulder to shoulder with... with... who do 
they even have over at Xbox, anyway? 

Well, "good luck" in your new job there, Mr. Baker. Here’s hoping you 
make some great connections and help further boost the recognition 
for all of the indie teams you’ve elevated over the years. I’m sure 
they'll all be so appreciative of all the extra exposure and sales! 


OK, well, | tried to be as heavy-handed with the sarcasm 

as | could possibly be within the confines of printed text 

there, but in case you couldn't tell, I’m not actually upset 
at Damon. He's made a huge difference at Nintendo 


over the past 12 years, and the Xbox team is brilliant for 
recognizing his talent and making whatever lucrative offer 
to him that they did. | bet Mr. Baker got a big boost in his 
paycheck for making this shift! So good luck, Damon! 
Genuinely. Make the Xbox library great! — LUCAS 
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MARIO, MARIO AND MORE Mario! 


Jakks Pacific doubles down on the Mushroom Kingdom with new packaging. 


remain a part of the line. The naming convention of 


the lines using level numbers like 1-1, 2-3, etc. also 
seems to be gone, which is a shame because it was a 
nice way to track the various sets. No changes have 
been mentioned for the 2.5" line either, but the most 
recent line’s release seems to suggest there will not 
be a change. 

This whole revamping is troubling simply because 
of the trickle of information fans get regarding the 
line, and most "updates" provide few answers, while 
causing more questions to be raised. 


Target, this set has Piranha Plant, Fire Bro, Fire Luigi, 
Parabones and a generic run-of-the-mill Mario. The 
packaging suggests that the line will now focus on 
Mario only, which was a criticism all along. Jakks 
assured that packaging for future IPs would be suited 
to their characters, but then announced the next set 
which will feature Captain Mario, Explorer Mario and 
a Captured Hammer Brother. A re-release of Cappy 
Mario and a Lakitu round out the set, suggesting that 
even though the packaging is new, the recycling will 


JAKKS IS SUCH an odd company in regards to 
updates. They'll tease a photo of a new Cappy Mario 
plush, but then give no other info. Are the plushes 
back? What else is in the set? Will we ever get Slippy? 
Their 3-1 release with regular packaging that 
featured Cappy and Propeller Mario figures also had 
three re-releases, including Luigi, Shy Guy and Koopa 
Troopa. Hot on the heels of this set came another set 
of five figures that were rushed to stores and also 
baffled fans with new packaging. Found mainly at 


STRIKE THE EviL BYDO EMPIRE 


A new Figma immortalizes the most iconic R-Type boss battle. 


HIDEOUS ALIEN MONSTERS tend to adorn the cover art of the various releases in the classic 
R-Type series, and the Dobkeratops is perhaps the most identifiable. Maybe that's why the Good Smile 
Company has chosen it for its new Figma! The monstrous Bydo lifeform has articulation in its head, 
tail and neck. The balls (or eyeballs?) that surround the beast and the second head bursting from the 
abdomen of the mechanical monstrosity appear exactly as they do in the game as well, so a lot of 
painstaking detail has gone into this piece. A colorless version of the player's ship, the R-9, is also 
included and is to scale with the grotesque boss. It's larger than most Figmas, and that's also 
reflected in its price tag, which most currency converters place right around $125 from ۰ 
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“сати о: 
UPDATE 


DID EVERYONE GET their Ridley, Wolf and Inkling 
amiibo in December? They seemed to be in good supply 
this time, and are still available online at several stores for 
retail price, so perhaps the days of lining up for amiibo are 
over. (But maybe I just jinxed us...) 

The newest round arrived on February 15, when King K. 
Rool, Piranha Plant and the Ice Climbers made their 
debut. We finally got our first figure of the Ice Climbers, all 
these years later! | know a certain editor here must have 
picked up at least one as well! (Editor's Note: | pre-ordered 
the instant the option was available. Hooray!) 

Young Link, Ken and Daisy will be the next trio to go on 
sale, and their release date has been confirmed as April 
12. We'll finally be able to set up Ken on our amiibo display 
shelves next to his eternal rival, Ryu! 

The next wave after that is currently planned to include 
Pokémon Trainer, Isabelle and Pichu, and it's set to drop in 
Japan on July 19 — and we wouldn't be surprised if they 
get that same date in the States. 

Beyond those, Nintendo's now officially revealed the 
Snake and Simon amiibo figures, as well as confirmed that 
Squirtle and Ivysaur will indeed get their own standalone 
amiibo too. No word on when yet, as all are pegged for 
just "2019" in general as of now. 

The re-releases are going strong too. Roy, Charizard 
and Cloud Player 2 hit Best Buy on February 15, and Sonic, 
Mewtwo and Jigglypuff have all been spotted at Target. 

It should be mentioned that a couple of incredibly rare 
amiibo were handed out at Splatoon Koshien 2019, a 
recent tournament in Japan. A gold Inkling and a gold 
Octoling were given to the winners of the tourney, and 
rumor has it similar prizes will be awarded at the North 
American equivalent of the event — so if you want a full 
amiibo collection, you better brush up on your Splatoon! 
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Collector's Corner is compiled by Brett Martin, the world record holder 

for the largest collection of video game memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, 
The Video Game Memorabilia Museum, at videogamemm.com 
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CUDDLE WITH А BAD GUY 
The foes of Dream Land, made so soft and huggable! 


IN THE WORLD of Nintendo plushes, San-ei is king. They mainly dote on Mario and Kirby, but 
have featured some other IPs. Their newest set is awarded to Kirby though, who sees a continu- 
ation of his "All Star" collection. This group focuses on the enemies, a category I’ve always felt 
we need more representation from. Chilly the snowman gives Kirby his Ice power, while Burning 
Leo grants the Fire power. Poppy Bros. Jr. is also in this set, and while I'm sad to see my favorite 
regular enemy without his bomb, I'm thrilled he's here. The spiked menace Gordo is also here, 
so my King Dedede plush with hammer finally has something to bat around. Rounding out the 
set is my favorite boss and someone I always thought would make an awesome plush: Kracko! 
All are very well made and can be snagged at your favorite import shop! 


LETS Go, CYNDAQUIL! 


Relive the opening moments of Pokémon Gold & Silver. 


KOTOBUKIYA HAS BEEN having fun with the Pokémon license for a while now, 
having previously released Red with Pikachu and May with Mudkip in the ArtFX J 
line. Their latest statue is Ethan with his starter Cyndaquil in 1/8 scale, so all of the 
figures in the line are in scale with each other. Hailing from Pokémon Gold (but also 
found in later games), this duo has a great dynamic pose. Ethan appears to be com- 
manding his Cyndaquil to attack. The base is a golden Poké Ball symbol because of 
Ethan's history, and Cyndaquil can be placed on it or be removed to be placed 
anywhere the collector would like. It's nice to know that fans of the series are hired 
to recreate the characters in this line, hence the heftier pricing. The PVC statue 
comes out this May and has a price tag of $124.99. This item comes from Japan, but 
several shops will import it for you. Just watch that shipping price! 


cadence and variety of releases isn't 
optimal as 2019 gets under way. 

Looking ahead, Nintendo president 
Shuntaro Furukawa commented 
recently, "Regarding future sales of 
Nintendo Switch, what we first need is 
to drive sales of one system per 
household, and we will work toward 
increasing demand to expand the 
installed base much further than now. 

. . Going forward, we aim to generate 
such demand among consumers as 
they feel like 'I want to have my own 
Nintendo Switch console' through 
measures such as software offerings, 
not necessarily so that each person 
will have one, but so that each house- 
hold will have multiple Nintendo 
Switch consoles." 

There are rumors of a new Switch 
iteration launching later this year: a 
smaller, more budget-friendly model. 
That could definitely help Nintendo 
achieve the goal of multiple systems in 
a single house. Plus it would push 
Switch lifetime sales even higher! 


SALES SOAR! 4 


Imagine Lakitu there represents gamers, and Luigi 
represents Nintendo's bank accounts. Cha-ching! 


/ 


recent context, Wii U never 

saw a single title top 10 million. 

In fact, Mario Kart 8 was that 
system's bestseller with over 8 million 
copies sold. This probably isn't a 
surprise to older fans but reinforces a 
couple of points: Wii U was the worst 
performing home console for 
Nintendo ever, with only roughly 13.5 
million units sold. On the flip side, 
Switch has a serious shot at going 
after Wii-like numbers. It's a pretty 
wild turnaround! 

Now, with all that said, Nintendo 
still lowered Switch sales projections 
for the current fiscal year, which 
started April 1, 2018, and runs through 
March 31. Originally the company 
planned to sell 20 million hardware 
units in that timeframe. But that's 
been revised down to 17 million. 

While the lowered number is still 
nothing to scoff at, it seems Nintendo 
couldn't quite keep up with a steady 
stream of big titles throughout the 
entire fiscal year. Yes, October through 
December were packed. But even right 
now, the noteworthy games are a Wii 
U port in New Super Mario Bros. U 
Deluxe, and Yoshi's Crafted World. This 
isn't meant to dismiss those side- 
scrollers; instead, the point is the 


Switch compared to those two late 
20005-6۲2 juggernauts. 

undoubtedly, strong software has 
propelled Switch so far. Case in point: 
There are five games that have topped 
10 million units sold. They're The 
Legend of Zelda: Breath of the Wild, 
Mario Kart 8 Deluxe, Super Mario 
Odyssey, Pokémon: Let's Go, Pikachu! 
(and Let's Go, Eevee!) and Super 
Smash Bros. Ultimate. 

That's not to discount other Switch- 
exclusive heavy hitters either. For 
instance, Splatoon 2 sits above 8 
million copies and Super Mario Party 
is already past the 5-million-units 
threshold. 

To put these numbers into more 


کے 


M ei 


We may see sales slow down for a while, since the 
next few months ahead look a little light on system 
sellers. But once Super Mario Maker 2 arrives in June? 


EVAN 


Nintendo doesn't think 
they're doing well enough. 


Expect even more records to be broken! — 


Great! 


The Switch is on pace to 
bea major success! 


IT'S NOT EVEN been two years, and 
yet Nintendo Switch has already 
outsold Wii U, GameCube and almost 
even Nintendo 64. The hybrid console 
has lifetime sales of over 32 million 
units as of December 31. It’s an 
impressive start to say the least! 

In fact, Switch will likely surpass 
the sales totals of NES and SNES over 
the next few years, as long as there 
aren’t any stumbles. NES sold close to 
62 million units; SNES hit just above 
49 million. If you're curious, Wii is 
Nintendo's home console record 
holder with more than 101 million 
units. DS, meanwhile, wears the 
portable crown with 154 million units. 
So there's quite a ways to go for 
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& DLC! 


Upcoming add-on content. 


WOULD YOU LIKE some more treasure to track? 
You can have it, starting March 14! 

That's when new DLC for the Switch version (sadly, 
not the Wii U or 3DS versions) of Captain Toad: 
Treasure Tracker will go on sale. Called the "Special 
Episode," it will add 18 new challenges to the game, 


plus five all-new courses to explore and a new collect- 


able called the Shiny Crown that can be earned in 
every level. Even the ones you've already finished! 

The Special Episode will be paid DLC, but a free 
update already available has added new two-player 
co-op to every level in the game as well. So team up 
with a co-captain and track that treasure! 


SUPER 
SMASH BR: *S` 


۰ 
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THE DLC ADDITIONS have begun, and 
we've got a review of Piranha Plant ready 
for your reading enjoyment just a few 
page flips away. Beyond that grinning 
Miracle-Gro goon, though, lie the five new 
Fighters Pass fighters. Starting with Joker 
from Persona 5! 

Nintendo has confirmed that Joker will 
arrive in the roster before the end of April 
— though we've only been given a brief 
glimpse of his in-game model (seen 


below). He'll debut alongside a Version 
3.0 update that will add secret new 
features to the game as well! Mysterious! 


MARCH/APRIL 2019 


GAME FORECAST 


A quick look at the biggest games coming in the months ahead. 


KICKING OFF THE month of March is Nintendo's short, stout 
superstar of suction. Only this time he doesn't suck! An entirely 
different array of abilities is granted to Kirby instead of his 
normal attack approach, and you can learn more about that on 
Page 26 ahead. Kirby's Extra Epic Yarn hits store shelves as a 
3DS retail release on March 8, just a few weeks shy of the eighth 
anniversary of the first 3DS going on sale back in March 2011! 


UNRAVEL 


OUR COVER STAR for this March/April edition (well, except 
that Kirby encroached on the real estate there a bit), Yoshi's 
Crafted World is dropping onto store shelves almost precisely in 
the middle of those two months: March 29. Don’t be a fool and 
wait until the calendar flips onto April 1 to pick it up! Our new 
preview on Page 23 should help you understand just how 
flippin’ cool Yoshi’s new adventure is! 


HOW INCREDIBLY FORTUITOUS was this? Here 
we had this whole "Rivals Unraveled" NF issue 
nearly finished, then EA slips this announcement in 
right before our print deadline. A thematic match 
made in heaven! It can’t be a coincidence that this 
yarn-themed game is making its debut just after 
Kirby's yarn game, either! March 22 for this one! 


AND NOW FOR a complete shift in tone! AII of 
the warm fuzzies you get from flutter-jumping 
through the handmade lands of Yoshi's Crafted 
World in March will be crushed into the dirt by the 
gritty, gruesome and gory Mortal Kombat 11 when it 
hits the Switch on April 23. For more on it, get over 
... to Page 35. 


FEAR NOT, OH young ones (and those who are older but 
nonetheless prefer to steer clear of M-rated games) — Mortal 
Kombat's latest tournament will only keep the Switch spotlight 
for three days, as the beautiful, minimalist and altogether 
wholesome BOXBOY! series will grab everyone's attention when 
it debuts on April 26! Learn more on Page 31. (And Unravel Two 
is there, too, since I didn't mention that up above.) 


BOX Bot! 
BOX GIRL! 


BOXBOY'S RETURN LOOKS like it might stay as 
an eShop exclusive, so that means, currently, the 
next planned retail release from Nintendo after 
Yoshi’s Crafted World is the newly announced Super 
Mario Maker 2, due at some point in June. Let’s 
hope for early June, shall we? Read more about this 
one on Page 28! 


I'm staring this Spring schedule down with skepticism, because it 
seems like April and May both being without any first-party retail 
releases is a little fishy. Is there going to be another surprise 
inserted in there somewhere? Or is it just going to be that open 
because of the delay of Three Houses? Hmm ...— LUCAS 


dungeons and dragons. The key differ- 
ence? Your heroes aren't human! As in 
all SteamWorld games, the protago- 
nists are steampunk robots, and the 
contrast between their grinding gears 
and the organic enemies they encoun- 
ter is instantly appealing. 

Next up? The battle system. It's 
entirely card-based! That should elicit 
either a hearty hurrah or a worried 
sigh from you depending on your past 
experience with the card battlers of 
yesteryear, but Image & Form has 
pointed to two classics as being the 
most inspirational for the mechanics 
here: Capcom's Mega Man Battle 
Network and Namco's Baten Kaitos 
from the GameCube. As a true fan of 


To Victory! 
‚Ж Beroic Strike 一 
[gf Hotiron SS 


Intercept _ 


ical damage to one. 
foeand may make them Flinch. 


w aie 


ROLE-PLAYING ROBOTS! 


At long last, the SteamWorld series is bringing us an RPG! 


most wanted next step for the series 
for years, and now one's on the way, 
named SteamWorld Quest: Hand of 
Gilgamech! Let's dig deeper. 

First up, this Quest is fantasy- 
flavored through and through, taking 
place in a timeline separate from the 
connected chronology of Dig, Dig 2 
and Heist. All the familiar trappings of 
Dungeons & Dragons-style stories are 
here, from swords and spells to, well, 


This card is in your collection. If you add it to the deck, Armilly will be able to use it in combat. 


turn-based strategy fused together 
with roguelike level design in the next 
title, SteamWorld Heist, and then, 
defying expectations, they actually 
revisited the Metroidvania formula for 
a direct sequel to Dig: SteamWorld Dig 
2. Now, though, it's back to business as 
usual and the fourth new genre hit in 
five games: a classic RPG! Fan polls 
run by Image & Form have told the 
studio that a SteamWorld RPG was the 


OK, EVERYONE, KEEP calm! It's 
happening! /t's happening!! 

For nearly a decade now, developer 
Image & Form's SteamWorld series has 
jumped from genre to genre. The 
brand began with a tower defense title 
that was exclusively available through 
DSiWare (SteamWorld Tower Defense, 
naturally), then followed that up with 
a Metroidvania-esque platformer in 
the form of SteamWorld Dig. Tactical, 
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heroes earn new cards from winning 
fights? Will existing cards get powered 
up? Will deck size expand, or shrink? 

And even beyond those questions, 
there are plenty more mysteries sur- 
rounding the story, setting and style of 
exploration in SteamWorld Quest . . . 
so we'll just have to check in with it 
again as it gets closer to release in the 
Switch eShop, sometime later in 2019! 
Get your hype in gear! — LUCAS 


ERUIT 
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aren't just selecting the same "Attack" 
or "Magic" options over and over again 
in every encounter for the whole 
adventure. I'm excited for it! 
Following the conclusion of each 
combat scene, your characters will 
gain experience and ultimately level 
up — an RPG staple. Beyond presum- 
ably gaining more health when that 
happens, though, we don't yet know 
how advancement will work. Will the 


each characters' deck ahead of time, 
before any combat begins, so you get 
to have a say in the luck of your future 
draws. For example, if you put a whole 
lot of lightning-summoning "Kilovolt" 
cards in Copernica's deck, chances are 
there will always be one available for 
her to use when her turn comes 
around. Card-based battle systems 
introduce randomness and variety in 
the RPGs in which they appear, so you 


both of those titles, I'd have to say I'm 
personally plenty pleased to hear that 
their templates are what's being built 
on here! 

If you haven't played them or other 
card-based RPGs before, just picture a 
normal turn-based JRPG battle scene, 
except every time your heroes' turn 
comes up, the choices of different 
actions they can take are shuffled and 
dealt out of a deck. You work to build 


RACING THROUGH А DREAM 


Can you handle the sheer speed and style of ? 


If you need to read that over twice, | don't blame you. 
It's a lot to take in, but it's not just talk. Look closely 
at those quotes and you may notice a few references 
to the Dreamcast, Sega's last home console. It was a 
system packed with artistically innovative games that 
still have diehard fans to this day. Sega's goal at the 
time was to use the Dreamcast to literally broadcast 
their dreams into the minds of players, and it looks 
like Sayonara Wild Hearts will do its best to carry that 
Jet Set brand of gaming forward into 2019. 

Simogo's last title to land on a Nintendo console 
was Year Walk, a clever and beautiful point-and-click 
adventure. Critics loved it, but it was on the Wii U, the 
only Nintendo system to rival the Dreamcast for the 
title of "most promising flop in home console history," 
so it was doomed from the start. I'm guessing that 
much bigger things are in store for Sayonara Wild 
Hearts when it hits the Switch eShop later this year. 
— JONATHAN 


WITH HUNDREDS OF new games released every 
month, it's hard for any new announcement to stand 
out, let alone land a coveted place on the schedule on 
Geoff Keighley's hit Game Awards show. Yet, against 
all odds, Sayonara Wild Hearts managed to do just 
that! 

So what makes this one different? Well, for 
starters, it's "a euphoric music video dream about 
being awesome, riding motorcycles, skateboarding, 
dance battling, shooting lasers, wielding swords and 
breaking hearts at 200 mph." That's according to the 
game's creators at studio Simogo. They also say it's "a 
soup made of pop culture. It's OutRun, the Teddy Girls 
subculture, Carly Rae Jepsen, Rez, cafe racers, 
WarioWare, Blumchen, the 1950s, modern dance, 
Akira, F-Zero, Space Harrier, Sia, Gradius, the 1980s, 
Charli XCX, Sailor Moon, Ouendan, Tron, Rhythm 
Tengoku, Punch-Out and a good portion of ourselves, 
strangeness and mysticism stuffed into a blender." 


FALSE START 


Mobile Mario Kart skids into Summer. 


ONE YEAR LATER - still nothing. 

It was exactly one year ago in NF 432 when we 
first wrote about the upcoming Mario Kart Tour, 
which was originally planned to launch at some 
point before March 31, 2019. Now that that date's 
fast approaching, though, we still don't know 
anything about the game beyond its name — and 
it seems we'll have to wait longer, too, as it's just 
recently been announced that the game has been 
delayed to a new "Summer 2019" release window 
in order to give it more polish. 

It's kind of disappointing, but mostly just con- 
fusing since we had no prior knowledge of what 
the gameplay would be like, so it's hard to know 
which aspect of it isn't yet meeting Nintendo's 
standards and has to be worked on further. When 
| speculated about what the game might be like a 
year ago, | worried that translating the fast, 
frantic action of Mario Kart into buttonless mobile 
form would be difficult — that, at least, seems to 
have been proven true by this news. 

As we wait for Mario Kart Tour, though, a new 
Mario mobile title seems ready to leapfrog it and 
makes its debut first: Dr. Mario World! Nintendo is 
partnering with LINE Corporation to transform 
the classic puzzle series into a new on-the-go 
form, and since I've documented my love for Dr. 
Mario in these pages more than once in the past, 
you probably know that announcement's got me 
excited. Dr. Mario's better prepared to come to 
phone touchscreens, too, since it's had a few 
versions in the past that were touch-only — "virus 
Buster" first appeared inside the Brain Age games 
on DS and had you dragging pills into position and 
tapping them to spin them around. I'd wager the 
new Dr. Mario World will play like that. — LUCAS 
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its peak. It's hard to master, but the 
ball can arc for good distance and 
damage. 

We see a lot of transformations as 
well, as the sinister seedling grows 
spikes for its Side Smash, changes 
color for the poison attack and 
retracts and extends its stem 
depending on each move used. 

Finally, Piranha Plant's flashy 
Final Smash summons the massive 
and mighty Petey Piranha (and his 
twin twirling cages from Brawl) into 
the fray, trapping your opponents, 
crushing them and burning them. 
And there's no stopping his rampage 
this time! 

Speed and landing lag are an 
issue, as well as the general vertical- 
ity of its moveset. The floral flunky 
also boldly telegraphs its moves, 
making most easy to prepare for, 
counter or escape. But combos are 
relatively easy to chain together and 
it has several good launching moves 
—and it is incredibly satisfying 
smacking people around with a vora- 
cious, villainous, verdurous vine! 

So, all in all, Piranha Plant is a 
great fighter that's a blast to play — 
whether you agreed with the 
addition of this "joke character" to 
the roster or not, it deserves your 
attention now that it's here! How can 
you say no to that grin? — BRETT 
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Wield the Wild Weed! 


SUPER SMASH BROS. ULTIMATE: PIRANHA PLANT DLC 


The Side Special charges a poi- 
sonous cloud to be expelled once the 
move is used again — the cloud then 
traps fighters inside and causes con- 
tinuous damage until it disperses. 

The Neutral Special mimics the 
moves of the Ptooie from Super 
Mario Bros. 3, spitting out a spiked 
ball and then blowing it skyward, 
and holding B allows you to direct 

the projectile after it reaches 


surprising amount of lift that can be 
directed easily and even cause 
damage to foes in the flight path! 
The Down Special is a little coun- 
terintuitive because the wicked weed 
retreats into its pot, then launches 
its mouth straight up. It can be tilted 
to hyperextend the sharp shrub's 
reach in many more directions while 
sunken, and is especially effective in 
the air. The pot protects it 
while retreated, too! 


HERBOLOGISTS REJOICE! The 
newest Smash cast member, Piranha 
Plant, came in biting on January 29 
and immediately flooded the online 
servers. Nobody asked for this 
cheerless chomper, but everybody 
seemed to want to try out the inno- 
vative and hilarious fighter — and the 
protruding perfidious plant positively 
packs a punch! 

Piranha Plant was offered to early 
adopters of Ultimate as a free DLC 
bonus, but don't fret if you missed 
the cut-off date for that — $4.99 in 
the eShop will let you add the carniv- 
orous creeper no matter when you 
first started Smashing on Switch. 

The first thing you'll notice when 
selecting Piranha Plant is its colors. 
Standard red and green? Super 
Mario Bros. green and yellow? 
Poisonous purple, inky black 
or boney white? All here. 
There's even pink and blue 
for good measure! 

Once in battle, you can 
experiment with an Up 
Special that sends the leafy 
lasher skyward, allowing the 
botanic beast to achieve a 
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too light. Instead it gets the equation 
just right on length, and nearly 
everything else too. It’s no wonder 
Nintendo snatched up Moppin for 
themselves, at least for a while! 

— JONATHAN 


its side. While it's perfectly playable 
in standard Handheld Mode, TATE 
brings the game feel to a whole 
other level, making this Switch port 
the most desirable version of the 
game yet. (In fact, Downwell is the 
perfect companion for the fan-made 
Flip Grip accessory, if you’ve got one. 
See Page 78 for more about it!) 
Downwell is the quintessential 
$2.99 indie game. (Yes, it’s that 
cheap.) It’s as replayable as Tetris, as 
exciting as anything from classic 2D 
Mario's most nail-biting moments 
and as charming as Charlie Brown. If 
it were bigger it would be too intimi- 
dating. If it were shorter it would feel 


ht as Well 


DOWNWELL 


your ammo for self-defense, or use it 
as a flotation device? Do you slowly 
and methodically make your way 
down, blasting everything you see, 
or do you take a pacifist route and 
just rush to the bottom as fast as you 
can? These kinds of questions are 
always in play, but with experience, 
you'll learn that without pulling off 
big combos for money, additional 
health and ammo, it'll be tough to 
survive past the first world or two. 

There are 12 stages in all spread 
across four worlds, each with their 
own unique enemies and hazards. 
Shops pop up pretty often at first, 
and mostly sell food or bigger clips 
for your gun. You also get a free item 
upgrade every time you pass a stage, 
50 as long as you survive that long, 
you're guaranteed some sort of 
reward. Procedural generation 
makes every run unique, so there's 
no way to memorize a stage in order 
to perfect it, but if you keep playing, 
your skills will expand soon enough. 

The wild and varied bestiary has a 
unique charm, with each creature 
serving a specific purpose in the 
arger design. Turtles in World 1 are 
immune to bullets but can be 
stomped, while red spiky snails are 
the opposite. In World 2, angry skull 
heads will chase you to your doom 
should you dare bother them too 
much, while World 3 takes you 
underwater, where air is at a 
premium. You have to keep enemies 
away from you, take out enemies 
and grab air bubbles as you make 
your way through this soggy cavern. 
t's all capped off by a massive last 
boss fight in World 5-1 that will test 
your nerves like nothing else. Beat it 
and discover the secret of Welltaro's 
journey to the well and unlock the 
next level of difficulty — then start 
all over again! 

There are many unlocks to 
discover along the way to that final 
destination, including graphic filters 
like Virtual Boy mode, and new 
modes like Boulder and Levitate, 
that essentially work like new 
playable characters. Unique to this 
Switch port is TATE mode, allowing 
you to play with your Switch or TV on 
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FOR YEARS, GAMING gurus and 
philosophers have pondered the 
answer to one burning question: 
Who makes better use of the guns on 
their shoes: Bayonetta, Platinum's 
powerhouse witch or Welltaro, the 
blobby star of indie hit Downwell? 
What's that? Never heard of him? 
Well, don't feel bad. I’ve been playing 
his game since 2015 and I wasn't 
even sure he had a name until | 
looked him up on Wikipedia. But it's 
true, folks! Welltaro, the star of 
Downwell, has brought his footwear 
firearms to Switch, and he means 
business. 

Up until recently, Moppin, the 
creator of Downwell, actually worked 
at Nintendo. He got a job there in 
early 2018, and it was like a dream 
come true for him. His love of Kirby 
was a big part of his inspiration to 
first become an opera singer, then 
later, a solo game developer. You can 
even see some of Kirby's influence in 
Downwell's simple, three-color look. 

This clean and easy-to-read art 
direction is key to making the game 
work, as before long, the action is 
going so fast that you'll barely have 
a chance to see what you're 
omping on, and what's trying to 
op you. But I’m getting ahead of 
myself! Which is apropos for discuss- 
ing Downwell, as much of the game 
is about diving too far and too fast, 
then trying to somehow rectify those 
mistakes after the fact. 

Most of the game is spent falling 
down the titular well; stomping and 
shooting enemies as you go. You can 
only attack enemies below you, so if 
y 
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ои pass by a threat and it starts to 
hase you, there's pretty much 
nothing you can do but run. You'll 
want to keep going anyway, as 
landing on the ground or bouncing 
off a foe is the only way to recharge 
your gun, and many of the threats 
can only be taken out with projec- 
tiles. Shooting also slows your fall, 
making it easier to avoid obstacles 
and hit your targets. So do you save 
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information or confusion. You need 
to be able to predict future board 
states and deal with whatever comes 
your way or you're not going to 
succeed. 

Into the Breach’s strategic combat 
core is so strong that | can mostly 
overlook the shortcomings inherent 
to the roguelike formula. It's a 
bummer to go through a full run, get 
a completely amazing series of kits 
for your units, crush everything up 
until the final mission, then blow it 
because you accidentally clicked on a 
wrong tile. There's a baked-in "emer- 
gency brake" for that (the power to 
go back in time and undo one turn 
per map), but sometimes that's just 
not enough. 

It's not a complaint against the 
difficulty of the game, mind, but 
rather something that could be 
mended with a full traditional 
campaign. There would need to be a 
decent amount of work to be done 
for that to happen, as an Edge of 
Tomorrow-esque time travel 
mechanic (second Tom Cruise refer- 
ence of the review!) helps cover up 
the distinct lack of plot details. That 
said, | completely understand that 
this is the core formula of Into the 
Breach and what Subset Games 
wanted the game to be. It's not going 
to be for everyone. 

Despite my misgivings with the 
framework, I fully dove in and never 
really stopped playing. The portable 
nature of the Switch hearkens back 
to all-day intermittent Advance Wars 
sessions, assisted by the "just one 
more run, l'Il get it this time" 
formula. I'm in constant awe at the 
sheer number of choices available 
and I'm always searching for that 
perfect move — even if it doesn't 
truly exist. = CHRIS 
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building so it doesn’t get hit and 
suffer the consequences, that’s your 
choice. Or perhaps you'll want to use 
Unit A to move a foe into a specific 
tile so that Unit B can finish them off. 
Or, more cleverly, push something 
into a river and silence them for 
good. 

The way Into the Breach really 
gets you is through the concept of 
overwhelming the player. Sometimes 
you just won't be able to make a 
perfect move as an enemy shoots a 
projectile at a key building or an 
innumerable amount of foes seek to 
rise up and terrorize you on your 
next turn. You could try to spread 
out your forces so that the former 
situation isn't a problem, yes, but 
you might be missing out on a 
combo that could take down three 
enemies at once. 

It's all pretty brilliant and makes 
for great moment-to-moment 
gameplay. Maybe instead of killing 
an enemy, you push one into a spot 
to block an incoming foe, then 
weaken them with a debuff to soften 
them up before the next round. 
Ingenious. There's no withholding of 


Here's the catch: Into the Breach 
is content with showing you every 
possible move before you make 
them — but unlike Tom Cruise, it 
doesn't show you all the right ones. 

Yep, this is a grid-based strategy 
game that shows you everything 
that's going to happen before it 
actually happens. You're tasked with 
not only eliminating the enemy 
threat, but protecting all sorts of 
objectives and buildings as a bona- 
fide humanity federation force. As 
the entire opposing force takes their 
turn, time will freeze after they've 
chosen their movements and actions 
and you'll begin to take yours in 
sequential order (between three 
friendly units of varying efficacy, 
depending on which ones you 
choose). 

From there, during that slice of 
time, everything is completely up to 
you. If you want to body block a 
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INTO THE BREACH looks like 
something we've seen before. On the 
surface it's a turn-based strategy 
game featuring a humans versus 
aliens hook with a retro aesthetic — 
stop me if you've played that game 
in the past. But looks, as the saying 
goes, can be deceiving. Like the 
enemies within, there's quite a bit of 
depth lurking under the surface. 
Framed as a roguelike in that 
every run is (mostly) different and 
permanent, Into the Breach is a "live 
and learn" affair that's as short or as 
long as you make it. If you pick 
things up fairly quickly, get really 
good rolls (randomness) on loot and 
have a bit of luck, you'll likely be 
able to wrap your first run up in a 
few hours or less. But that scenario 
is the absolute best case, as Into the 
Breach begs to be mastered, with 
quite a few nuances to broach. 
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rankings, with their rarity scaling to match their 
power. While you can use a ridiculous amount of 
materials to promote low-tier characters into the 
higher ranks, an adventurer who starts off as being 
3- or 4-star will never be as strong as a natural 
5-star. Given the astronomical amounts of items 
needed to raise up your party and the punishing 
difficulty of later dungeons, it's simply not worth it 
to invest in anything less than a top-tier adven- 
turer. Oh, and if the summon pulls a character 
already in your roster? Then you just get a low 
amount of a specific upgrade item. So no, you're 
not even guaranteed to get any satisfaction when 
you happen to have good luck. 

The cherry on top of this repetitive sundae is 
that for all of the menus and shopping and 
building, there's just . . . not really any game there. 
You play a couple of minutes in a dungeon, then 
spend way longer managing all of your gear. And 
for what? To go into another stage that only lasts a 
few more minutes? | understand making the levels 
small since you're playing on a phone, but this 
would have been so much more engaging if you just 
passively did fun activities with your dragon and 
then used it in short dungeon crawls. As it currently 
stands, this app is a grind with no real endpoint. 

Give Dragalia Lost a pass for now. For the same 
amount of money and time, you could support a 
developer by buying and playing an actual, full 
game. If you really need to experience an unfair 
grind, just make a personal rule that you can only 
play your new game for a minute in between hours 
of self-imposed math homework. — LINDSEY 


Bright Greateye 


the game if you want to progress at all. It's difficult 
to efficiently explain just how Dragalia Lost's 
upgrade system works, because a blanket term 
such as "in-game currency" doesn't properly 
convey just how many different resources you need 
in order to get anything done. Want to raise your 
character's level? Well, you'll need metallic Crystals 
for that! If you want to power up their abilities, 
however, that's going to require Mana. You'll want 
Dragonfruit if you want to raise your dragon's level, 
but if you want to strengthen your bond with a 
dragon, well obviously you need to use Coins to buy 
Gifts for it! Weapons require Whetstones, your 
castle requires "Talonstones," stat-boosting cards 
require Holy Water . . . the list goes on. What's 
more, many of these things have arbitrary level 
caps that you must "unbind" by, you guessed it, 
throwing even more materials at them. 

Despite everything requiring hundreds of 
doodads and trinkets in order to power up, each 
thingamabob drops at a pitifully low rate, forcing 
you to replay these short stages dozens of times 
just to farm one class of material. Gee, if only there 
were a faster way to upgrade... 

Oh, would you look at that? As luck would have 
it, there's a store where you can spend real money! 
For prices ranging from "a discounted indie game" 
to "a AAA title and its DLC", you can buy "Upgrade 
Packs" that specialize in particular categories. If 
you want to easily boost multiple items/charac- 
ters/dragons, you'll need to buy more than one 
pack. 

But hey, as long as you slowly grind out 
resources and levels, you could still get crazy 
powerful without spending any money, right? Not 
necessarily. Dragalia Lost is a Gacha game, which 
means your fate is still up to chance. By spending 
yet another class of resources, you can "perform a 
summon," which is akin to opening up a loot box. 
The summon might get you a new party member, 
but even so, that new character might be essen- 
tially useless. Characters come in 3-, 4- and 5-star 


...This is it. The Windwyrm's lair. 
My forefather made a pact with this 
very dragon. 


Cash Grab 


PM A NERD of simple tastes: If your game has fun 
creature designs, I'll check it out. So when 
Nintendo announced a new mobile game featuring 
a cast of dragons, | was pretty hyped! | went into 
Dragalia Lost expecting a casual dragon-raising sim 
that fed into an engaging action/RPG. What I got 
was a mountain of menus. If you're intrigued then 
read on, but be warned . . . Here There Ве Micro- 
Transactions. 

The plot of Dragalia Lost is pretty straightfor- 
ward. A peaceful country has been overtaken by 
demonic armies. As the prince, you fight back by 
founding a new nation, recruiting as many people 
and dragons as possible. The gameplay is equally 
straightforward. You use touch controls to guide a 
party of adventurers through a dungeon, tapping 
on enemies until they die. Beating foes fills up a 
meter that allows you to transform into a dragon. 
You reach the boss of the stage, tap on it until it 
dies too, and boom, you're done. Each outing takes 
about two to three minutes. 

So if the game's so simplistic, why say anything 
more about it? Well, the gameplay and story aren't 
what this app is about. No, Dragalia Lost is truly 
about is upgrades. Lots and lots of upgrades. 
Dragalia Lost can't wait to tell you just how much 
you can upgrade. Oh, your characters! You want to 
level up your characters, right? And your weapons! 
Gotta enhance your weapons! Ooh, what's this? 
Why, it's an abandoned castle town! Don't you want 
to rebuild it and watch it grow? 

At first glance this looks like a lot of options, but 
in reality you must focus on every single aspect of 
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The only place Donut County falls 
short is in its overall length, as there 
are only 16 stages to play before the 
credits roll. Enough for an evening of 
entertainment, but not any more 
than that. 

Still, | wouldn't trade that single 
giggle-filled night with my boys and 
nieces for anything. Played alone, 
Donut County would be a mild 
amusement. But with the right 
setting and right group of on-lookers 
on the couch next to you, it's a real 
memory maker. — LUCAS 
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your hole will be upgraded with a 
"catapult" function, allowing you to 
send something you've swallowed 
shooting back up out of the pit at 
high speed — that's useful for hitting 
switches, knocking things over or 
otherwise interacting with the envi- 
ronment (before you gobble it all up 
later on). 

The action is interspersed with 
story sequences that follow the 
efforts of all the citizens who've 
helplessly tumbled into the hole as 
they try to form a plan and make it 
back up to the surface (they're all 
sitting around chatting in a cave 
located 999 feet below in the mean- 


while). The dialogue is witty and kept 


my crack team of review helpers 
smiling in-between the stages. You 
should also be able to tell from the 
Screens seen here that the game is a 
visual delight, with a colorful low- 
poly style that suits the action well. 


A Hole Lot of Fun 


car, boulder and barn in sight, then 
had even more fun when I passed 
the controller over to them and let 
them become the harbingers of 
Donut County's doom themselves. 
It's easily playable by all ages, as for 
the most part it just involves using 
the Control Stick to guide the hole to 
the left, right, up and down. 

That's not where the gameplay 
ends, thankfully, as later levels add 
in puzzle elements and even a few 
new mechanics. Having the hole eat 
a campfire and then a lump of coal, 
for example, will cause a burst of 
flames to erupt from its abyss in one 
level, and you have to then quickly 
maneveur that flame under nearby 
trees to set them alight. In others, 


IF YOU EVER need to entertain a 
room full of young kids, download 
Donut County. 

That was the situation that 
informed this review: My sons were 
joined by their cousins for a sleep- 
over on the same day that this indie 
hit went on sale in the Switch eShop, 
and I could foresee the giggles hours 
in advance. This game is hilarious! 

It's a novel, almost entirely new 
gameplay concept, as its closest 
comparison would be the off-the- 
wall Katamari Damacy from Namco 
(its new Switch version is conve- 
niently reviewed later on in this very 
issue). In Katamari, you control a ball 
that rolls around and gets everything 
in the environment stuck to it, con- 
stantly growing in size as it gathers 
more and more househould objects, 
animals and other items. In Donut 
County, you instead control a simple 
hole in the ground — you move it 
around and let it swallow up small 
things like rocks and tufts of grass at 
first, but it too grows larger as it 
consumes more and more of the 
world around it, ultimately trans- 
forming into a titanic sinkhole that's 
capable of "eating" entire buildings 
whole. 

This, let me tell you from first- 
hand experience, is the pinnacle of 
comedy for ages 4 through 7. The 
kids excitedly grinned, chuckled and 
laughed out loud as I directed the 
insatiable maw to devour every tree, 
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SALUTATIONS, FRIENDS AND FIENDZ* 
Melcome to my first-ever seminar: 
“RIVALRY AND YOU {BUT MOSTLY YOUR RIVALI” 
In this chapter, we cover some of the 
bosics for any rookie VILLAINOUS RIVALS 
out there? Stick to these fundamentals 
and you’ 11 cement your position as 
a notorious rival in no time 


"arts JUST A TIP. #1: CHOOSE ñ GOOD) RIVAL * 


Always do: your reseorch: when 
picking out a proper rival*® 
Choose someone who really 
likes to fight against 
everuthing you) stand fort 
And never pick oan 
inanimate object* 


voutes 
FLOAT DOWN HERE 
AT ONCE AND FIGHT ME 
YOU CALM, SQUEAKY, 
WHIMSICAL 
COWARD? ۶ ¢ 
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nLL THE TIME* 
Show up as often as possible DIDNT 1 
and: make: sure your rival INTO SPACE DUST 
doesn’t get any peace # FIVE MINUTES або??? 


` 


OH, IN YOUR GAME 
YOU COLLECT 


MAGICAL ORANGES?? TIP #3: EVERYTHING'S A> COMTEST* 


Every tiny detail, 
every insignificant little fact 
con and should be used against 
your rival at all times? 
The lezz relevant, 
the better? 


PITIFUL* IN MY GAME, I COLLECT MUCH BETTER* 


TIP :4: WRECK THE LANDSCAPE * UT ve dest 
Now you’ 

Your rival will probably’ get evil Taine? TSTÓRICAL ARTIFACT 

Sick of your antics within: a Iss uy Em зто 
couple of “minutes, zo moke sure PRECIOUS METALS ¢ 
to make things a million tines i 

worse by blocking the) path 

to your den of evil 


at every possible turn’ 


And most importantly... 
81 BLABORB THE FLIBBY-FLOOP WOULD ВЕ IH 37TH PLACE TIP #5 š КЕЕР ТНЕ ARGUNEN T AL IVE 


Above all, make ۰ sure everyone‏ و وب 
who sees your rivalry is‏ 
inspired to argue about it‏ 
ot all timez*‏ 
Your rivalry can last for eons,‏ 
just zo long as the debate‏ 
rages ont t+‏ 


A ALL OF YOU ARE EXTREMELY WRONG AHD HERE'S WHY (PART 1 OF 528) 


BY LINDSEY LAYNE KING 
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YOSHI'S CRAFTED WORLD 


The Sundream Stone has been shattered! Gather the 
gems that were scattered! 


Stone left with five open slots needing 
to be refilled in order for its ultimate 
power of happiness to be restored, it's 
up to the Yoshis to set off on a quest 
through dozens of levels to find and 
bring home the missing gems — before 
the bad guys can do the same! 

So, yeah, no points awarded for 
originality of plot here. But hey, if you 
really liked last year's Avengers movie, 
you must be having a banner year of 
Nintendo gaming! 


THE WAIT IS NEARLY OVER 

This latest Yoshi adventure has forced 
us to practice our patience. While 
Nintendo managed to put together an 
impressive first 12 months for the 
Switch — with pretty much every game 
announced for that time period 
managing to hit its intended release 
date without delay — Yoshi's Crafted 
World was one of the first to slip once 
we got halfway through 2018. It had 
been unveiled and demonstrated at E3 
2017, but then bypassed E3 2018 
entirely and left us fearing the worst. 
Fortunately, it seems this one's delay 
into 2019 was a wise one, as the final 
product is looking perfectly polished. 
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be inserted. It's Mario's quest to 
gather together all of the Stones 
before the villains can! 

Then December rolls around and 
Nintendo announces a direct partner- 
ship with Marvel to bring Ultimate 
Alliance 3 to the Switch as an exclusive 
(more on that on Page 34). Its plot? A 
different retelling of the Thanos tale 
focused on his sinister lieutenants, 
The Black Order. 

And now? A final piece of evidence, 
proving definitively that Nintendo just 
loves that War of Infinity: Yoshi's 
Crafted World is copying the same 
story one more time. 

This time around it's the lovable, 
cheerful, all-colors-of-the-rainbow 
Yoshis who are happily living their 
lives basking in the glow of the 
precious Sundream Stone. But then 
the evil Kamek and Baby Bowser 
swoop into the scene and blast the 
Stone to bits, causing its five mystical 
gems to be scattered across the 
Crafted World. With the Sundream 
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Infinity Gauntlet, as once he did so he 
would become the most powerful 
being in the cosmos. Got it? Of course 
you do. You watched the film the same 
as I did, and millions of others. 

So then Mario Tennis Aces came 
along, just two months after Infinity 
War's theatrical debut. In it, the bad 
guy is an evil tennis racket — with five 
open slots in it, into which five 
mystical Power Stones are meant to 


SOMEONE AT NINTENDO is a huge 
fan of Avengers: Infinity War. 

Let's go over the evidence, shall 
we? That blockbuster movie that drew 
together all the major stars of the 
Marvel Cinematic Universe opened in 
theaters in April last year. Its plot 
focused on the quest of the villainous 
Thanos to gather together the six 
mystical Infinity Stones and set them 
all into the six open slots in his evil 


so you'll have time to adjust your aim 
as needed in most cases. But then 
there are fast-paced sequences that 
will require more rapid reflexes, and | 
worry a bit about the auto-detecting 
cursor being quick enough on the 
uptake to not flub a critical toss. 


CATCH YOU ON THE FLIP SIDE 
Yoshi's Crafted World also sets itself 
apart from the games that came 
before by regularly spinning the per- 
spective of its camera around! Being 
able to view the back sides of all these 
cardboard structures is a core compo- 
nent of the game design this time, as 
after you finish a stage by moving 
forward to find the goal, you'll then be 
given the option to replay the stage 
you just cleared — but in reverse, with 
the camera spun around to show you a 
totally different angle on the environ- 
ment you just ran through! (How’s that 
for a Boundary Break, Shesez?) 


able to hurl your ovoid ordnance into 
the distance seems like it could be 
considered a callback to the final boss 
battle in the first Yoshi’s Island game 
— but, like that memorable battle 
against a huge foe placed far back in 
the background, targeting here isn’t 
always totally intuitive. The develop- 
ers made sure to wrap a glowing 
outline of light around whatever 
object or enemy you're currently tar- 
geting with your eggs, but guiding the 
cursor to line up with the right target 
in the first place can be tricky — you're 
not moving the cursor in 3D space, but 
rather directing it most often along 
the same 2D plane that Yoshi's 
standing in, then relying on the game 
to auto-detect if you've actually over- 
lapped its crosshairs with something 
in the background or foreground that 
can be egged. It won't be an issue 
most of the time, as this game is really 
laid-back and chill for the most part, 


eggs to toss at other enemies, coins or 
various targets in the environment. 
The difference here is that with 
Crafted World's new emphasis on 
depth, the egg-tossing targeting 
cursor can be directed in a such a way 
as to guide Yoshi's aim off the 2D 
plane he's standing in and put things 
in the background into his crosshairs 
instead. So you'll be ambling along, 
happily hopping and fluttering and 
collecting items in your pathway, and 
suddenly you'll spy, say, a Shy Guy 
scurrying behind a bush somewhere 
far away from your beaten path. No 
problem! Just guide the targeting 
cursor over his hiding place and let fly 
with an egg, and said hiding place 
(which was probably made out of a 
flimsy piece of cardboard) is sent 
flying, revealing the lurking Guy and 
letting you take aim a second time to 
blast him right in his little white mask. 
This tweaked mechanic of being 


A WONDER TO BEHOLD 

As developer Good-Feel's follow-up to 
Yoshi's Woolly World (and Kirby's Epic 
Yarn before that), Yoshi's Crafted 
World has inherited those two prede- 
cessors' signature aesthetic element: 
Everything here looks like it's made 
out of real-world materials. While 
Kirby's game focused on fabrics and 
textiles and Yoshi's previous outing 
wove its worlds out of hobby store 
supplies, the Crafted World is leaning 
more heavily into the realm of things 
you might see scattered across the 
classroom of a kindergarten art 
teacher. Cut-up cardboard boxes, milk 
cartons, cans, cups and paper plates 
are common fixtures in these levels, 
and ۱ guarantee there's a boardroom 
or two at Good-Feel HQ where the art 
team for this one just sat down for 
weeks and hand-assembled all of 
these elements in the real world 
before translating them into in-game 
3D objects. 


There are two critical differences in 


Yoshi's Crafted World that set it apart 
from its forefathers' visual presenta- 
tions, though, and make it even more 
of a spectacle than Epic Yarn and 
Woolly World were: the depth of the 
action and the flipping camera. 


LOOK TO THE HORIZON 

For all their eye candy, Epic Yarn and 
Woolly World were pretty straightfor- 
ward 2D sidescrolling affairs. The 
heroes ran from left to right, bounced 
up and down from time to time, and 
ultimately came across the goal of 
each stage waiting somewhere along 
the X- or Y-axis. Crafted World? It 
brings in the Z, presenting gameplay 
that is still primarily sidescrolling, but 
which also incorporates enemies and 


objects in both the foreground and far 


off into the background. 
As in several Yoshi adventures 
before, our hero here can once again 


slurp up foes and transform them into 
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MAKE IT MORE MELLOW 


Yoshi's Crafted World seems like it's shaping up to be the most casual, 
least intense adventure for the dino hero yet, but if you or any younger 
players in your household have any trouble with its challenges on the 
default difficulty setting, Nintendo's got you covered once again. I've 
sung the praises of the "Mellow Mode" in Yoshi's Woolly World in the 
past, as it was a novel addition that made that game extra accessible 
and facilitated a great father/son experience as my oldest, Carter, and 1 
flapped and flew through that quest on Wii U. Now, I'm happy to report 
that Mellow Mode is back — and it's even more easy-going than before! 
Able to be activated at any time through the pause menu, Mellow Mode 
lowers the difficulty of the platforming challenges Yoshi comes across 
by granting him a pair of tireless white wings. 


DRESS FOR SUCCESS 
As with previous Yoshi adventures, 
there are plenty of collectables to find 
in each area: Smiley Flowers and Red 
Coins being the big-ticket items. But 
don't dismiss normal coin collecting 
this time! Crafted World keeps a 
running total of the wealth you amass, 
and when you save up enough cash 
you can go shopping and buy Yoshi 
some new costumes to wear! 
Everything from suits shaped like 
sugary treats to cardboard versions of 
other characters (like good old Bullet 
Bill, seen above) will be available to 
buy. But if you don't have the patience 
to gather enough money to make a 
payment? Try tapping your amiibo 
instead! Any Mario or Yoshi series 
amiibo figure will unlock a special 
outfit for you, and amiibo from other 
series will help unlock the common j 
costumes faster. 


Normally when you jump into the air as the standard, wingless Yoshi, 
you can hold down the jump button and he'll kick his legs to activate 
his "flutter" and gain a little extra height and distance at the point that 
would otherwise be the apex of his arc through the air. With Mellow 
Mode turned on, though, the flutter is replaced with a flap — the wings 
take over and lock Yoshi into constant airborne status for as long as 
you keep the jump button held down. You can effectively fly over every 
enemy and obstacle on the ground below with a single jump up into the 
sky at the beginning of any given level! It's a great feature for kids, 
especially playing co-op with a Mom, a Dad or a favorite uncle. 


But wait! There's more! Newly added to Mellow Mode in Yoshi's Crafted 
World only is a fresh feature I'm dubbing the Egg Doubler. Now, when 
Mellow Mode is turned on, every enemy Yoshi eats produces two eggs 
instead of one! Tossing eggs is more of a prominent part of the 
gameplay in Crafted World than in many past Yoshi games, so it makes 
sense that the game's "easy" setting would assist in that area as well. 


PLAY IT NOW! 

The full Yoshi's Crafted World 

game will go on sale on March 29, 
but you don't have to wait to form 
your own impressions! There's a 
free demo available for download in 
the Switch eShop right now that will 
give you a taste of the experience. 
Why not give it a try? - LUCAS 


The absolute mastery of level 
design skill that it must have taken to 
create fully playable and fun levels 
that can be equally enjoyed when 
going both "right" and then back to 
the "left" blows my mind. Maybe that's 
why the game got delayed? It couldn't 
have been an easy task to make stages 
this way. 

The reverse runs of levels aren't a 
total retread of the same content, 
though, as when you dive back into a 
completed stage, you're given a new 
objective to achieve during your 
second visit. The one we've seen so far 
is "Find Poochy Pups," in which the 
three little mini Poochys who first 
appeared in Poochy & Yoshi's Woolly 
World play a game of hide & seek with 
our hero. And a timed game, at that! 
It's a race against the clock as you 
dash back through the stage, scanning 
every object in the environment to see 
if a tiny pup is hiding behind it. You'll 
have to pull off some of those fast 
distance-targeting egg tosses in order 
to quickly collect the wayward dogs 
and lead the three of them to the 
finish line — which, of course, is in the 
same spot where you started your first 
quest through the "normal" version of 
the level to begin with! Oh, Yoshi, you 
just love to flip out, don't you? 
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Hemmed, restitched and all patched up. 


Even still, it looks incredible, and I'd 
place it up against nearly any other 
offering the 3DS has produced in its 
lifespan. 

If you’re unfamiliar with the story 
driving this one, it’s worth reviewing: 
Kirby has lost his signature abilities of 
both being able to inhale his enemies 
and being able to puff up and fly at 
any time, thanks to the fact that he’s 
been forcibly transported to the world 
of Patch Land and had his body trans- 
formed into yarn. He quickly discovers 
that having such a pliable, reshapable 
string for a body is helpful for hero 
work, though, as Kirby can now shape- 
shift into different forms to suit his 
needs in any given moment. Falling 
from a great height? He can pop his 
body into the shape of a parachute to 
slow his descent. Need to get some- 
where in a hurry? He can transform 
himself into an automobile and roll 
out. 

Even more elaborate transforma- 
tions come into play in several special 
sequences, like turning into a massive, 
missile-firing tank to thunder through 
a whole horde of enemies or becoming 
a swift-swimming dolphin to dash 
through underwater areas. Kirby's 
never the same from one moment to 
the next in this adventure, which 
keeps things feeling fresh and fun. 

Knowing they needed to add a little 
something extra in order to justify this 
re-release at this point, the developers 
decided to get a bit devilish. The new 
Devilish Mode adds a new bat-like 
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that the developers at Good-Feel 
demonstrated in bringing Kirby's new 
world of yarn to life was astounding! 
The animation in his movements was 
so fluid; the world so richly realized 
that it was obvious we were looking at 
an instant classic. 

Now, granted, the visuals aren't 
going to be quite as much of a selling 
point any more for the new Kirby's 
Extra Epic Yarn on the 3DS. The screen 
resolution on the portable is half of 
what is was on Wii, and the industry as 
a whole has progressed so much in the 
past nine years that the animations we 
were once struck dumb by are leaving 
us a little less slack-jawed today. 


Kirby's Epic Yarn was made by the 
same development team who have 
just wrapped up their work on Crafted 
World — in fact, it was the success of 
this game in its original form that got 
them the gig of working with Yoshi in 
the first place. That original form was 
on the Wii, back in 2010, and it blew 
our minds back then! 

Yes, the Wii lacked HD output, 
which made its games often compare 
unfavorably to the competition on 
other consoles in that era, from a 
visual perspective. But the extreme 
degree of care and attention to detail 


IT ISN'T OFTEN that major new game 
releases from Nintendo get to have an 
opening act warm up the audience for 
them three weeks in advance of their 
launch, but that's exactly what's hap- 
pening in March: Yoshi's Crafted World 
goes on sale on the Switch on the 29th 
day of the month, but a fresh port of 
its predecessor, Kirby's Epic Yarn, hits 
the 3DS just 21 days earlier. It's like if 
you were about to make your debut as 
a stand-up comic, but your grandpa 
went up on the stage and grabbed the 
mic first to tell a couple of good old 
zingers himself. 
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PRINCE FLUFF 


Alas, it pains me to report that one of the finest features of Kirby's Epic 
Yarn on the Wii has been cut out of this new portable port: the joyful 
two-player co-op mode. It would have been difficult to implement with 
two players each holding their own separate screens, | understand, but 
it's a shame that the effort wasn't made, because co-op Kirby is a 
magical experience. 


The Player 2 character from the Wii version is seen above: Prince Fluff, 
the amiable monarch of Patch Land whom Kirby saves from the 
clutches of a yarn-munching monster at the outset of the adventure. 
He hasn't been removed entirely, thank goodness, as he now appears 
as an NPC who pops up in levels from time to time to toss bonus items 
at our hero, helping Kirby to hit high scores. 


Fun fact: Prince Fluff was the intended protagonist when the game first 
went into development at Good-Feel, as it wasn't always going to be 


a Kirby game! It was called "Keito no Fluff" at first, and would 
have followed his quest to save his missing Mom! 


Meta Knight's turn in the spotlight 
comes in Slash & Bead, a minigame 
that puts both his wings and his sword 
to the test. It's also an auto-scroller, as 
well as a score attack kind of design as 
you soar around the screen and try to 
slash as many foes as possible to rack 

up a high score before time runs 

out. 
Both minigames should add a 
fair amount of extra value — past 
minigames in the Kirby series 
have been deemed worthy of 
standalone release in the eShop 
later on — but the main quest 
with Kirby will of course remain 
the primary draw here. Its visuals 
may have been dimmed a bit by 
the passage of time and the lesser 
power of the 3DS platform, but Epic 
Yarn is still one of the finest Kirby 
adventures ever, and one that all 3DS 
owners should take notice of here in 
the waning days of that hardware. And 
if you're looking forward to the launch 
of Yoshi's Crafted World a few weeks 
later? This will indeed serve as a won- 
derful opening act. - LUCAS 
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Devilish Mode isn't the only fresh 
extra for Extra Epic Yarn, thankfully, as 
we're also getting new minigames that 
put King Dedede and Meta Knight in 
starring roles. The portly penguin has 
a new auto-scrolling BIT.TRIP Runner- 
esque game design called Dedede 
Gogogo - in it, the King dashes to the 
right constantly and you tell him when 
to swing his hammer or slide on his 


antagonist who wasn't seen in the Wii 
original. He rips through the fabric of 
each stage and harasses our hero until 
Kirby bops him away with a yarn ball 
or other attack — but after he flees, he 
returns just a short while later to 
make more trouble. I'm not sold on 
this mode yet, as it seemed like it was 
going to be kind of a speedrun mode 
when it was first announced, with 
Kirby having to race against the devil 
bat to get to each stage's goal quickly 
— but it seems like all it is is just 

the bat popping up to annoy 

Kirby again and again, 

while the base level 

stays the same. 
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direct where Piranha Creepers will 
creep, and also how you create the 
one thing | always dread seeing in 
Mario fortress levels: Snake Blocks. 
Those things have been tricky enough 
to deal with in normal Mario games, 
but giving control of them over to the 
community? Some truly devious 
routes will be built, I’m sure. 

Rising and falling water is also 
added, and | wonder if adding 
Porcupuffer might mean Big Bertha 
could make an appearance in the 
SMB3 style? I also hope that water 
pools can be created, as they were 
seen in several areas of Super Mario 
Bros. 3. A tilting platform on a rail was 
also spotted in the trailer in this style, 
so the possibility of even more brand- 
new items is looking good. 

Super Mario World looks more like 
its old self now too, as parachuting 
enemies and ON/OFF Switches have 
been added. (I really want to see the 
Triangular Block added so ۱ can run up 
walls again!) 

Finally, an entire new game style is 
being added to the list: Super Mario 
3D World! This transposing of a 3D 
game onto a 2D platformer will be an 
interesting experiment. Along with Cat 
Suits and climbing walls, Clear Pipes 
and 3D background elements are just 
а few changes this new mode will 
bring. Could we see other new game 
styles too? 

The biggest unanswered question, 
though, is what role will Luigi play? 
He’s featured prominently in the pro- 
motional art for the game, and there's 
a new icon in Edit Mode that looks like 
it could indicate the ability to make 
two-player levels. Or maybe levels 
built just for Luigi and his higher 
jumps? We'll know soon! — BRETT 
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SUPER MARIO MAKER 2 


The Switch sequel weve all been waiting for, finally revealed! 


menu wheels. (The editing mode is 
definitely streamlined and looks easy 
to use and cycle through quickly.) 
Slopes will allow for sliding, but no 
word yet if this new element will be 
available in all game styles or not. 
(Can you imagine the original Super 
Mario Bros. with hills?) A Magikoopa 
was shown being slid into as well — an 
enemy that didn't make the cut in the 
last game. 

In fact, Super Mario Maker 2 is set 
to include several new enemies, 
including a brand-new foe that looks 
like a cloud and produces a vertical 
gust of wind that lifts Mario up. The 
Angry Sun, Stingbys, Fire Bros, Ant 
Troopers, Skipsqueaks, Hop-Chops, 
Piranha Creepers, Porcupuffers, 
Banzai Bills and even Boom Boom will 
all make their Maker debuts as well. 

Another great addition is the ability 
to trace out paths for some elements 
and enemies to follow. That's how you 
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features — as well as a few easily 
missed additions! 

The first thing shown off was the 
most requested thing from the last 
game: slopes. It looks like the game 
will distinguish Steep Slopes from 
Gentle Slopes, as seen in the all-new 


) 1 


*ahem* Excuse me. I just watched 
the opening of the new Nintendo 
Direct that dove right into Super Mario 
Maker 2. The small clip that kicked off 
the event was under two minutes long, 
but was packed full of amazing new 


0 
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While Wart's involvement may 
seem random, it all makes sense in 
the end. You may remember that 
SMB2 took place in Sub-Con, the land 
of dreams. Link's Awakening is set in a 
similarly surreal landscape, one that 
was largely inspired by Twin Peaks, 
the thoroughly-not-for-kids David 
Lynch TV series. While that show is far 
from wholesome, in Nintendo's hands, 
its spirit made for a brand of quirk 
that would later be a staple of beloved 
franchises like EarthBound, Paper 
Mario and Animal Crossing. 

This new remake leans into that 
sweet-but-strange style harder than 
ever before, and we couldn't be 
happier about that. The debut of Toy 
Link, in all his claymation glory, is 
living proof that Nintendo is still full of 
surprises. 

And Wart will finally get the 3D 
treatment, everybody! Could Smash 
stardom be next? — JONATHAN 


—— 
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Hoot! Ho, brave lad, on your quest 
to wake the dreamer! 


و 


THE LEGEND OF ZELDA: 


LINK'S AWAKENING 


There's no more struggling to orient 
yourself in a 3D space either — every- 
thing you need to see is always right in 
front of you. In fact, some areas even 
switch the camera to a side angle, 
allowing Link to do his best Mario 
impression as he stomps on Goombas 
waddling his way. Yes, Goombas! Boos, 
Bloopers, Bob-ombs, Chain Chomps, 
Cheep Cheeps, Piranha Plants, Pokeys 
and Thwomps are also in attendance 
too, alongside Anti-Kirby (a round pink 
enemy that tries to inhale you) and 
Wart, from Super Mario Bros. 2! 


Now, 26 years later, Link's most odd 
and adorable adventure is poised to 
return, hot on the heels of the most 
widely acclaimed Zelda in years. 

In many ways, Link's Awakening 
exists on the opposite end of the Zelda 
spectrum than its big brother Breath 
of the Wild, offering up a refreshing 
taste of simplicity for those who over- 
dosed on hundreds of hours of open- 
world wandering through Calamity 
Hyrule. Vast, expansive plains are 
swapped for densely packed screens 
filled with carefully curated puzzles. 


MOVE OVER YOUNG LINK, Toon 
Link and Champion Link — there's a 
new kid in town, and he's cuter than 
all three of you put together! Dubbed 
"Toy Link" by passionate fans, this 
diminutive action icon is actually a 
callback to a classic. Link's Awakening, 
originally made for the Game Boy over 
a quarter-century ago, is being fully 
remade for Switch — and it's unlike 
anything else in Zelda history. 

After washing up on the shore of 
Koholint Island, little Link sets off to 
explore, have chats with alligators and 
discover the secret of a massive egg 
that rests on top of a mountain. That's 
just the beginning of how this adven- 
ture breaks from the norm! Zelda, 
Ganon and Hyrule are nowhere in 
sight. Link can jump freely (once he 
finds the item that allows him to). He 
can combine his items together (this is 
the origin of "Bomb Arrows"). He can 
even unequip his sword and shield if 
he wants to! From beginning to end, 
this one is full of surprises! 

First released in 1993, Link's 
Awakening is technically the fourth 
game in the Zelda series, and the first 
to ever be released on a handheld. It 
was a time when the series was ready 
for a shake-up, and there was no 
better place to take big risks than on 
the Game Boy, where development 
costs were lower and the competition 
was less fierce than on home consoles. 
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power behind it, too: It's directed by 
Takahisa Taura, the main designer of 
2017'5 smash hit NieR: Automata. (А 
smash hit on PS4, PC and Xbox 0ne, 
that is. Luckily this one is a Switch 
exclusive!) 

Astral Chain is also supervised by 
Bayonetta creator Hideki Kamiya, with 
character and Legion designs provided 
by Masakazu Katsura, the character 
designer of superhero anime Tiger 
and Bunny. With this team and this 
game's unique look, it looks like we'll 
be closing out the end of summer 
fighting to save the future of the 
human race! — REBECCA 


Legion's chain. Or go on patrol while 
viewing the city through a visual filter 
called IRIS (Integrated Reality Imaging 
System), which appears to be an in- 
game AR viewer that highlights past 
events. Also, you'll need to go on litter 
patrol, too, while dressed as the 
police's doggie mascot. (Luckily, it's 
much cuter than the Blue Badger.) 
Astral Chain has some serious star 


invaders using a power known as 
Legion — described as a "living 
weapon" and looking like a transfor- 
mation gadget straight out of Power 
Rangers or Kamen Rider. In battle, it 
turns into a combat robot that is 
tethered to you with a chain of light, 
letting you perform coordinated 
attacks, swing yourself around for 
extra momentum or entangle your 
foes in order to land a killing blow. 
While the main weapons for both you 
and your Legion are blades, it can also 
fire energy beams from a distance. 
Your Legion can also transform into a 
police dog mech, which acts as your 
main assistant during investigations 
and can also be ridden into battle. Of 
course, you've also got your usual 
arsenal of police firearms and a sweet 
motorcycle at your disposal as well. 
While not in battle, your job as a 
keeper of the peace for the Ark is 
never done, as you may be called upon 
at a moment's notice to collar a 
fleeing crook with a twist of your 


m‏ حر 


ASTRAL CHAIN 


PlatinumGames has gone insane. (Again.) 


WHILE STILL WORKING hard on 
Bayonetta 3, PlatinumGames has also 
been secretly working on another 
project for the Switch at the same 
time: Astral Chain! This bold, stylish, 
futuristic combat design is built 
around "Synergetic Action," and it's 
slated for release on August 30 — only 
half a year from when this issue is 
getting published! 

In the distant future, you and your 
twin brother or sister (depending on 
your starting character choice) live in 
the Ark, a city full of light and 
ambition that looks like a mix of Times 
Square and Hong Kong. Darkness has 
descended in the form of an enemy 
invasion through dimensional portals, 
threatening not only the Ark but all of 
humanity as well. As the newest 
members of Neuron, an elite division 
of the Ark's police, you'll battle the 
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half a year or so." 

It seems he was on the level, as 
another half a year or so later, here 
we are. 

In unravel Two, either one or 
two players take control of a pair of 
Yarnys — small creatures around 
the size of an apple who slightly 
resemble cats — that they create, 
who must use the yarn they're 
comprised of to explore the world 
around them. With this yarn, they 
can swing across chasms, lasso and 
pull items and more to solve 
puzzles and continue along their 
journey, "fostering friendship and 
support" as they go. Chasing the 
spark of adventure through a land 
inspired by actual Scandinavian 
locations, the world blossoms with 
new life as you bring to life friendly 
characters and fearsome monsters 
alike. 

In addition to a main storyline, 
challenge seekers will also find sig- 
nificantly more difficult stages that 
will put their yarn to the test. 

Оп March 22, grab a friend and 
spin some yarns of your own. (Just 
try not to get too tangled up in 
each other.) — DAVID 
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UNRAVELTWO 


Survive together. 


UNRAVEL WAS RELEASED in 
2016, garnering critical praise for 
its story and visuals that managed 
to enrapture players, entwining 
them in the overall experience as 
though they were themselves 
wrapped up in a length of yarn. 

Sadly, that game never came to 
a Nintendo platform. Fortunately, 
the same cannot be said for its 
sequel! 

The sequel to the game that put 
the "art" back in "Electronic Arts" 
will come to the Nintendo Switch 
on March 22. The game was 
released previously on other plat- 
forms in June of 2018, and then 
went on to win the D.I.C.E. Award 
for "Family Game of the Year" — but 
when asked why a title seemingly 
so perfectly suited to the Switch 
was not released there alongside 
the other platforms, producer 
Michael Gill told Gamelndustry.biz 
that "it would have taken another 
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BOXBOY! + BOXGIRL! 
Qbby is back — and he’s not alone! 


Resident BOXBOY-in-Chief Lucas 
M. Thomas has reviewed all three 
previous games (in NFs #15, #23 
and #28), never scoring them lower 
than a 9.0. "This trio of titles have 
been the perfect portable 
puzzlers," he said, adding that he 
hoped the last title would not end 
up being the final BOXBOY! game, 
and that "it would be a shame if 
Qbby’s entire story began and 
ended entirely on the 3DS!" 

In addition to brand-new 
puzzles and features, HAL has 
added something else to the mix — 
or rather, someone: Qucy! 

Making her debut as a co-op 
character, the duo will work 
together to solve puzzles all over 
the BoxPlanet. Once you complete 
the story, you'll be able to play as 
another of Qbby’s friends, Qudy 
(a.k.a. "the tall one"), in a whole 
new adventure! All together, there 
are 270 levels — a number unprec- 
edented for the series thus far. 

We won't have to wait long for 
the return of BOXBOY!, as BOXBOY! 
+ BOXGIRL! hits Nintendo Switch on 
April 26! — DAVID 


WELCOME BACK, BOXBOY! 

That’s the message that 
heralded the return of HAL Lab's 
fan-favorite character, Qbby, whose 
exploits were previously exclusive 
to the Nintendo 3DS (that is, unless 
you recently engaged him ina 
Spirit Battle in Super Smash Bros. 
Ultimate). While the developers 
seemed ready to bid a fond 
farewell to our friend with BYE-BYE 
BOXBOY! in 2017, those hard 
workers at HAL have surprised 
everyone by announcing that Qbby 
will indeed come back again — now 
on the Nintendo Switch! 

For those unfamiliar with Qbby’s 
adventures, the BOXBOY! series of 
games are puzzler/platformers in 
which our almost familiarly simplis- 
tic hero must traverse dozens of 
brainteasing levels using his ability 
to replicate his boxy form to 
overcome obstacles. For instance, 
creating a box can then allow you 
to block a laser, or provide safe 
footing to cross spikes. 
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NINJALA 


Introducing the high-flying bubble gum ninjas! 


further by actually sticking upside- 
down to ceilings. It’s a wild system 
of movement that keeps you 
guessing about the whereabouts of 
your opponents until they get the 
drop on you — or you, of course, 
surprise them with a sneak attack 
from above. 

The bubble gum continues to be 
important in that phase, too, as a 
big bubble can slow your descent 
to the ground when you leap off a 
wall or ceiling. And then comes the 
final step of the process, when you 
let the bubble pop and watch as it 
magically transforms itself into a 
baseball bat-like weapon to use to 
bludgeon your foes. Fully inflated 
bubbles become big, slow, powerful 
bats, while popping your bubble 
before it gets larger yields smaller, 
faster bats that do less damage. 

And you can also shoot your 
gum bubbles ahead of you like pro- 
jectiles, to trap opponents! 

It’s a lot to juggle, but Splatoon 
fans should be up to the task. We'll 
have more soon! — LUCAS 
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THE SPLATOON SERIES is about 
to get some fresh competition. 

Taking note of the incredible 
success of Nintendo's kid-to-squid 
franchise (especially in Japan), the 
developers at GungHo Online have 
been busy crafting a rival IP full of 
similarly colorful characters and 
hopefully equally addictive multi- 
player gameplay. Their answer to 
the Inklings is a new crew of bubble 
gum-chewing, bat-wielding ninja 
kids! 

Yes, it’s Naruto meets Bazooka 
Joe with a dash of Major League 
Baseball here, as these kids are 
trained in the ancient arts of 
ninjutsu, but a specific form of said 
ancient arts that is entirely reliant 
on their ability to blow big bubble 
gum bubbles. With a bubble 
inflated in front of their faces, the 
Ninjala kids can defy gravity by 
running straight up vertical walls — 
and then take things another step 
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summon cosmic warriors into the 
battle arena. However, the real 
attraction is the cavalcade of 
original characters and new trans- 
formations for classic ones. 

There’s the series’ protagonist 
Beat (a dead ringer for a teenage 
Goku), but more fascinating is his 
counterpart Note, the first female 
Super Saiyan in any official Dragon 
Ball media. Heroes has also previ- 
ously featured the glasses-wearing 
demon Fu, first introduced to 
Western players in Xenoverse 2’s 
DLC, and inducted our boys Gohan 
and Broly into the Super Saiyan 4 
squad. Meanwhile, debuting in 
World Mission is the villain Sealas, 
designed by Dragon Ball Super 
manga illustrator Toyotarou to 
have a head that looks like an 
albino Knuckles the Echidna. 

World Mission will include about 
350 new and familiar characters 
across 1,000 unique cards. Sadly, 
though, the cards will all be digital, 
thereby stripping the core element 
of physical collecting that made 
these games a phenomenon in 
Japan. — TONY 


SUPER DRAGON BALL HEROES: 


WORLD MISSION 


Summon some Saiyans! 


IN THE DRAGON BALL universe, 
the seven titular orbs have the 
power to grant nearly any wish. 
Some of that wish-fulfilling magic 
apparently rubbed off on the last 
decade of Dragon Ball games, 
during which time titles like the 
Xenoverse series and Fusions have 
focused less on typical anime scene 
re-enactments and more on what-if 
scenarios and avatar customiza- 
tion. And one particular subseries, 
making its Western debut this April, 
promises to fan the flames of fan- 
service even further! Introducing 
Super Dragon Ball Heroes: World 
Mission, the latest entry in the 
Dragon Ball Heroes line of trading 
card battlers that has been rocking 
Japanese arcades and 3DS devices 
since 2010. 

Similar to Yu-Gi-Oh!’s Duel 
Monsters — only with more scream- 
ing and powering up — players 
collect cards and scan them to 
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I appreciate your coaching, Professor. 


Ww у 


Dorothea 


HREE HOUSES 


throwing us a curveball: instead of 
being Harry, you're Professor Snape. 

Yes, you play as a teacher at the 
school. You become Byleth — who is 
confirmed to be an Avatar kind of 
character and can be male or female 
— and you choose one of the three 
houses to instruct in the ways of 
warfare. You plan lessons, work with 
pupils one on one to help them raise 
their skills with wielding weapons or 
casting spells, and then guide them on 
the battlefield directly when they go 
out to put their training to the test. If 
you guide them well, you'll clear the 
land of bandits, ensure peace remains 
strong in each kingdom and bring all 
of your students back to the academy 
safe and sound. But if you fail? Well, 
let's just say that the student-teacher 
ratio will end up a bit better for those 
who do make it back. 

Another aspect of the game that I 
may have gotten wrong was assuming 
that the Church of Seiros — the reli- 
gious group that maintains order in 
Fódlan and actually runs the school 
where you teach — would be the 
villains in this tale. That may still end 
up being the case in the end, but at 
least as the story begins, everything 
seems orderly. (Something terrible has 
to go wrong at some point, of course!) 
Finally, ۱ thought you'd have to seek 
out the three main heroes: Edelgard, 
Dimitri and Claude, but it turns out 
they're already at the school. You just 
have to pick which one of them you 
want to teach. 

(Goodness, | got a lot wrong. Maybe 
I should go back to school!) - LUCAS 
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of students who all hail from the same 
parts of Fódlan, and who work and 
study together at the Officer's 
Academy, a school that is centrally 
located and accepts pupils from all of 
the surrounding areas. 

The houses are called the Black 
Eagles, for students who were born 
and raised in the southern region that 
is controlled by the ancient Adrestian 
Empire; the Blue Lions, for those who 
come from the northern Holy Kingdom 
of Faerghus; and finally the Golden 
Deer, which welcomes enrollment 
from the eastern territory led by the 
Leicester Alliance. 

Now, your next guess would most 
likely be that you play as a student in 
one of these houses and have to 
compete against the others, right? 
Well, that's where the developers are 


Group Task 


FIRE EMBLEM: 


Pursue a career in higher education. 


Hogwarts School of Witchcraft & 
Wizardry! 

That school, the setting for the 
Harry Potter series of books and films, 
divides its students into the four 
"houses" of Gryffindor, Hufflepuff, 
Ravenclaw and Slytherin. Students 
interact with their peers from other 
houses, but work as a team with those 
in their own house when it comes to 
competitions like everyone's favorite 
sport played atop flying broomsticks, 
Quidditch. 

No word yet on what kind of recre- 
ational athletics are available in Fire 
Emblem: Three Houses, but that 
subtitle, we now know, refers to a 
structure similar to the one in place at 
Hogwarts. The three houses are teams 


WELL, IT'S NOT Game of Thrones 
after all — it's Harry Potter. 

After Fire Emblem: Three Houses 
was announced at E3 last year, I 
penned our first preview of the game 
in NF #34, doing my best to fill in the 
gaps where details were lacking. | got 
alot of things wrong, it seems! My first 
and most glaring error was a misinter- 
pretation of the game's subtitle. | 
figured that "Three Houses" referred 
o the divisions in the land of Fódlan 
where this sequel takes place — like 
how the land of Westeros in Game of 
Thrones is separated into territories 
hat are controlled by House Stark, 
House Lannister and so on. But it 
urns out a different pop culture 
parallel would have been more apt: 
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MARVEL ULTIMATE ALLIANCE 3: 
THE BLACK ORDER 


The series returns... as a Nintendo exclusive! 


cessors, particularly the X-Men 
Legends series on GameCube and the 
first Ultimate Alliance on Wii. (I can 
actually hear Iceman saying "cold 
snap" in my head still.) So this 
announcement definitely tickled my 
fancy. | even notified my childhood 
friend immediately, since we played 
through the previous games together 
in our college years! 

The last Marvel Ultimate Alliance 
game came out in 2009 and Activision 
was the publisher, not Nintendo. That 
makes this continuation all the (Dr.) 
stranger in a way. Though I'm not 
going to complain! | look forward to 
leveling up popular superheroes and 
hopefully some weird overlooked ones 
as well. — EVAN 


like Blizzard's action/RPG gem. 
Teaming up is a cinch in Diablo III on 
Switch, easily letting me join a friend's 
game. Unfortunately, Nintendo doesn't 
have the best history in this area. So, 
needless to say, there is cause for 
concern on how accessible online will 
be. Online play is confirmed, but that 
doesn't mean playing together online 
will be seamless. 

There's still a lot more to learn 
about the game going forward. We're 
aware Nintendo plans to release the 
game this year, but no specific date or 
month has been disclosed. I'm also 
curious about how loot and costume 
changes will work. 

But overall I'm optimistic. | have 
fond memories of the game's prede- 


the game will feature "a dynamic, 
zoomed-in heroic view" alongside the 
usual, more top-down perspective. We 
got a glimpse of this new camera 
angle in the game's initial trailer. The 
best example is possibly following 
Wolverine from a low, behind-the-back 
view as he disposes of Sentinels. 
There's even a flashy finishing move as 
he decapitates one of the robots! 

We already know that this type of 
game can shine on Switch — just look 
at Diablo III: Eternal Collection! What's 
imperative with Marvel Ultimate 
Alliance 3 is nailing the online aspect, 


WHILE THE RUMOR mill suggested 
Nintendo would showcase a remaster 
of The Legend of Zelda: Skyward 
Sword or Metroid Prime Trilogy at The 
Game Awards this past December, the 
reality was much more surprising: 
Marvel Ultimate Alliance 3 was instead 
the big reveal! And it's a Switch exclu- 
sive to boot. 

Subtitled The Black Order, this new 
entry in the action/RPG series will see 
Captain America, Iron Man, Captain 
Marvel, Spider-Man and more go up 
against Thanos and his titular follow- 
ers. The game's story will be original, 
though the Infinity Gauntlet will play a 
pivotal role, not unlike last year's 
Avengers movie. 

Joining Cap, the X-Men and other 
returning heroes from the first two 
ultimate Alliance games will be the 
Guardians of the Galaxy. That's a fran- 
chise first, though expected consider- 
ing the group's rise in popularity 
following their blockbuster movies. 

Another new addition is the unex- 
pected developer behind the game: 
Team Ninja. Nintendo fans might infa- 
mously remember the studio for 
Metroid: Other M, but their track 
record also includes Nioh, the Dead or 
Alive series and assisting on both Fire 
Emblem Warriors and Hyrule Warriors. 

Team Ninja's involvement might 
mean a heavier focus on the action 
aspect for Marvel Ultimate Alliance 3. 
Nintendo hinted at this by mentioning 
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WWE Raw Women's Champion Ronda 
Rousey), Skarlet, Kano, Kabal, Cassie, 
D'Vorah, Baraka, Jade and newcomer 
Geras, a sand-wielding servant of 
Kronika who can also manipulate time. 
Deposed Outworld Emperor Shao 
Kahn is also available to those who 
pre-order, while the playable status of 
Kronika is up in the air. 

Oh, and as of the Kombat Kast on 
February 5, 2019, it has unfortunately 
been confirmed that Scooby-Doo's pal, 
Shaggy Rogers of Mystery Inc. will not 
be bringing his Ultra Instinct, nor even 
196 of his power to the defense of 
Earth Realm. Such a pity, too, since 
they're all owned by Warner Bros., so 
this could totally happen if they 
wanted it to. Zoinks, indeed. (Note: It's 
been a meme recently. Sorry if you're 
reading this years down the road.) 

Some new gameplay mechanics 
have been introduced since the series 
last set foot on a Nintendo console, 
perhaps the most notable of which are 
the cringe-inducing X-ray moves, 
which zoom in on literal bone-crushing 
maneuvers. These have been transi- 
tioned into a new form of combative 
technique known as a Fatal Blow, 
which can be attempted once an oppo- 
nent's health bar has been depleted to 
30 percent or lower. In addition, new 
and ghastly Crushing Blows will now 
occur when certain conditions are 
met, such as doing the same move 
three times in a row, or tricking your 
opponent into blocking a particular 
way. 

While pre-orders for other plat- 
forms will include beta access, 
Nintendo Switch players will have to 
wait until April 23. Luckily, that's not 
too far away at all! — DAVID 
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MORTAL KOMBAT 11 


Get over here! 


drawn the attention of the Goddess of 
Time, Kronika (because of course it 
would be spelled that way), who has 
been orchestrating everything from 
the series' start up to this point. 
Kronika's goal is to restore order, 
and to do so, she'll be calling upon 
some familiar faces. MK mainstay 
Scorpion, for example, is on the roster, 
but he'll also be joined by a younger, 
"classic" version of himself. By the 
sound of things, he's not the only one. 
The full roster has yet to be 
revealed, but the mostly blank charac- 
ter select screen shown thus far has 
slots for 25 characters — at least ini- 
tially. Confirmed so far are the afore- 
mentioned Scorpion and Raiden, Sub- 
Zero, Sonya Blade (now voiced by 


tence has changed. On the verge of 
death as Shao Kahn prepared to claim 
his final victory, the God of Thunder 
Raiden sent a vague message to his 
younger self at the start of the events 
of the original Mortal Kombat game: 

"He must win." 

Upon realizing the meaning behind 
those words, the landscape of Mortal 
Kombat was forever changed. 

Or was it? 

First announced by co-creator Ed 
Boon in December at the 2018 Game 
Awards, Mortal Kombat 11 is a follow- 
up to the 2011 soft reboot of the series 
and its 2015 sequel, Mortal Kombat X. 
The God of Thunder has been cor- 
rupted by his victory over the Elder 
God, Shinnok, and his actions have 
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A FAMILIAR, YET distant call sweeps 
through the World of Nintendo. A 
rallying cry not heard for more than a 
decade, nevertheless striking a chord 
with those who grew up in the 1990s. 
Across time and space, those who 
heed its summons are united in mind, 
body and soul for one purpose ۰ 

"MORTAL KOMBAT!!! 

Much has changed since the last 
Mortal Kombat tournament on a 
Nintendo platform, Mortal Kombat: 
Armageddon for the Wii. Not only have 
the warriors of Earthrealm and 
Outworld both teamed up with and 
fought heroes and villains from across 
the DC Universe, but their entire exis- 


actually be so close to being actually 
finished that they're able to jump on 
or Prime 4 while its finishing touches 
are being applied? Could it be the 
rumored Star Fox racing game so 
many thought would be revealed at 
ast year's ЕЗ? Or their rumored 
original IP, finally realized? Or nothing 
at all? There has to have been some- 
thing brewing down in Texas for the 
past half decade, and hopefully it 
didn't get the ax in order for Retro to 
ake the lead on Prime 4. 

Another question: What does it 
really mean for Prime 4 to totally 
restart development? Nintendo surely 
isn't going to take all their existing 
design documents and burn them — 
and they must have made some 
progress with the engine powering the 
game that can be salvaged. If nothing 
else, Kensuke Tanabe - 5 
point man in working with Retro in 
Texas — must have been able to sit 
down with Retro's team and have an 
in-depth discussion with them about 
what didn't work with the original 
Prime 4 vision, so the new team 
doesn't waste their time trying to 
pursue similar avenues for Samus" 
adventure on Switch. 

And yet another: How much of the 
Retro Studios team who created the 
first three Prime games is still working 
there today? Metroid Prime 3 shipped 
for the Wii back in 2007 — nearly 12 
years have come and gone since then. 
It's public knowledge that several key 
members of that old squad jumped 
ship to form Armature Studio several 
years ago. Would those creators be 
invited back in? Or will Prime 4 bea 
"Retro Studios" game, but from a 
totally new group of individuals 
working underneath that old name? 
You can go back to your favorite diner 
from a decade ago and order your 
same favorite burger off the same old 
menu, but if they've hired a new cook 
since the last time you were there, 
you're not going to be served the 
exact same dish. 

There are surely more questions to 
address beyond even those, but it 
Seems like we need not be in any rush 
to get to the rest — because we have a 
long wait ahead of us now. Had devel- 
opment been progressing well, it 
would have been reasonable to expect 
a trailer and some key gameplay info 
within this calendar year. If not more! 
With the clock reset, though, we likely 
won't here anything more about Prime 
4 in 2019. Maybe not even in 2020. In 
2021? Then I'll hope again. — LUCAS 


Wi тее decided to reexamine the deve 
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METROID PRIME 4 


Well, we've got some good news and some bad news. 


to watch on the one hand, but good on 
the other — because while the news 
being delivered was regrettable, the 
transparency and earnestness the 
company displayed in being so upfront 
about the game's development issues 
was refreshing. They could have just 
left us in the dark! They could have 
just canned and restarted the game as 
they did without telling the public, and 
left us waiting until E3 2021 or some 
other distant event to discuss the 
game again. But they chose to be 
forthright and honest, and that's 
scored the Big N some respect points 
all around, it seems. 

That video, though, has left us with 
even more unanswered questions than 
the old ЕЗ '17 teaser with the floating 
number 4. Such as, "What has Retro 
been doing all this time?" 

Retro Studios jumping on board to 
take charge of Prime 4 is wonderful, 
but we still don't know what that same 
team has been working on for most of 
the past five years. Seriously, Donkey 
Kong Country: Tropical Freeze hit the 
Wii U over half a decade ago in 
February 2014, and the studio has 
shipped nothing new since. What are 
we missing? Have they just had tons of 
projects cancelled in the meanwhile, 
or could their infamous "secret game" 
that's been whispered about for years 


know exactly what kind of trouble or 
which aspect of the project wasn't 
meeting Nintendo's standards behind 
the scenes, but whatever it was, it 
must have been really bad — because 
Nintendo has cancelled Metroid Prime 
4. 

. . . Just that version, though! Don't 
freak out entirely. Don't worry too 
much. Yes, the original version of 
Metroid Prime 4 is no more, as the 
decision was made to scrap it — but 
concurrent with that decision was the 
further decision to restart develop- 
ment from scratch, handing the game 
over to an entirely different dev team. 

That team? Retro Studios! 

Yes, the original company that 
made the first three Metroid Primes is 
now back in the driver's seat and in 
charge of bringing the fourth to life, 
and that should offer Metroid fans a 
sigh of relief amidst an otherwise 
terrible situation. We have to reset our 
hype clocks back to O and prepare 
ourselves mentally for an even longer 
wait than we otherwise would have 
endured, but at least the final game 
that emerges now should — should — 
have that same Retro magic that made 
the first Prime games so memorable. 

Nintendo announced all of this in a 
sad, short Direct-style video back in 
January, by the way, which was tough 


RESET THE CLOCK. 

Back at E3 2017, Nintendo shocked 
fans around the world and, for many, 
"won" the show with a simple teaser 
trailer that displayed only one thing: a 
logo for Metroid Prime 4. There was 
no gameplay footage. No concept art. 
Not even a confirmation of who was in 
charge of development - just a confir- 
mation that development had begun. 

It was enough. Fans flipped out, 
singing Nintendo's praises, shouting 
from the rooftops that Metroid was 
back! We understood that the wait 
would be a long one, but just the 
knowledge that the Prime fandom had 
been acknowledged was plenty — the 
painful memories of Federation Force 
were brushed aside and anticipation of 
Samus' next true first-person adven- 
ture began. 

But now? Now, well, we're back to 
square one. 

Though Nintendo was truthful with 
that E3 2017 announcement and 
Metroid Prime 4 really was being 
worked on as of that moment over a 
year and a half ago now, it's now come 
to light that that development ran into 
trouble. A lot of trouble. We don't 
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RUMORS 


METROID PRIME TRILOGY 


Will Nintendo bring back the original trio to fill the gap? 


Trilogy port to crash straight into the 
bad news that dropped in January? 

Nintendo, of course, hasn’t publicly 
commented on any of this, so it 
remains to be seen whether there’s 
any veracity to this persistent rumor 
or if it’s merely been fueled for so long 
by wishful thinking. Given that Metroid 
Prime 4 will now be arriving much 
later than originally anticipated, 
though, it would certainly make sense 
for Nintendo to tide fans over until 
then by bringing the original Trilogy to 
Switch. Nintendo likes to buoy the 
Switch release schedule with ports of 
older games, so it would be consistent 
with the company’s business strategy 
to bring the collection over. 

More importantly, porting it would 
give a whole new generation of 
players an opportunity to experience 
one of the greatest trilogies in gaming. 
Even in a series as beloved as Metroid, 
the Prime titles stand as some of the 
best games Nintendo's ever released, 
and having them on Switch makes too 
much sense not to do. — KEVIN K. 
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didn't put an end to the rumor. It 
resurfaced again several weeks later, 
following the release of that candid 
video message that presented the 
heartbreaking news that Nintendo was 
effectively restarting development on 
Metroid Prime 4. Just after that video 
went live, a senior editor at Game 
Informer took to Twitter to shed more 
light on Prime 4's protracted develop- 
ment. His insights into that situation 
were interesting, but his most intrigu- 
ing claim was that a Switch version of 
Metroid Prime Trilogy has long been 
completed and is ready to be released 
— but Nintendo's secretly sitting 
on it. Allegedly, the game actually was 
going to be announced in December 
(maybe at The Game Awards), but the 
Big N decided against unveiling it at 
the last minute. Why? Perhaps the 
decision to restart Prime 4 
happened late, and they 
didn't want momentum 
from the reveal of the 


to swirl that Nintendo would re- 
release the original Metroid Prime 
Trilogy on Switch — both as a way to 
reacquaint gamers with Samus' first- 
person adventures and to further 
whet their appetites for the upcoming 
fourth chapter. The rumor was never 
substantiated, but it nonetheless per- 
sisted, reaching a fever pitch just prior 
to The Game Awards in December 
2018, when an online retailer pub- 
lished a listing for a Switch version of 
Metroid Prime Trilogy, under the 
assumption that it would be unveiled 
during the show. 

As it turned out, The Game Awards 
came and went with nary a whisper 
about Metroid Prime Trilogy — but that 


MORE THAN MOST Nintendo fran- 
chises, the Metroid series is prone to 
going on sudden, extended hiatuses. 
Up until 2017, it had been nearly seven 
years since the last proper Metroid 
game — 2010's divisive Other M for Wii 
— was released, which made the 
reveals of both Metroid Prime 4 and 
Metroid: Samus Returns at that E3 all 
the more exciting. Prime 4 in particu- 
lar was met with resounding cheers — 
despite the fact that Nintendo didn't 
showcase a single second of game 
footage, fans were ecstatic to learn 
that a follow-up to Retro Studios' 
beloved series was in development, 
even if Retro itself wasn't (yet) 
involved in the project. 

Not long after that Prime 4's 
announcement, speculation began 


(Groose for Smash when, Sakurai?) - 
the game gets more divisive when you 
start to peer beneath its surface. In 
other words, while an HD remaster 
would no doubt help the game to /ook 
its very best, there are other elements 
that could use tweaking or refinement. 

Fortunately, as we've seen in the 
aforementioned HD remasters, 
Nintendo and the folks who have pre- 
viously been pulling porting duty at 
Tantalus Media are not above fine- 
tuning things that didn't or even 
couldn't work prior to this. 

One such element would be Fi, the 
spirit of the Goddess Sword. While ini- 
tially coming off as a cool computer- 
esque navigator for Link (like Iron 
Man's 1۰۸۵۰۳۰۷۰۱۰5۰ or F.R.I.D.A.Y.), her 
guidance became overbearing to 
some, leaving little opportunity to 
figure out how to go about solving the 
series' signature puzzles on your own. 

Another bit of tweaking would no 
doubt go to soaring through the skies 
atop Link's trusty Loftwing. Analogous 
to the sailing in The Wind Waker, filling 
out the vast emptiness of the world 
above the clouds would be nice. Or, as 
in The Wind Waker HD, just allow for 
faster travel from place to place. 

However, the biggest and most 
divisive issue of all is one that must be 
addressed in a Switch version of 
Skyward Sword: the motion controls. 
Most people either love them or hate 
them, with little in-between. Even uti- 
lizing the Wii's MotionPlus attachment, 
the motion controls weren't precise 
enough for many, and while the Joy- 
Cons may prove more accurate, a 
more traditional control scheme would 
nonetheless be a must if the game 
were to be played in Handheld Mode. 

So, could it happen? Zelda series 
producer Eiji Aonuma hinted directly 
at Skyward Sword HD's existence just 
this past November, so we're currently 
pretty hopeful that it will! — DAVID 
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THE LEGEND OF ZELDA: 
SKYWARD SWORD HD 


Could we soon be soaring the skies above Hyrule once again? 


among the elements fans readily 
praised, even its champions would 
admit that the visuals were held back 
by the Wii's limited capabilities. To 
that end, fans almost immediately 
took it upon themselves to do the 
game justice by up-rezzing it through 
the Dolphin emulator. (You can see 
how that went for yourself in the 
screenshots around this page.) 

While fans have enjoyed many of 
the elements of Skyward Sword — 
from its story telling the origins of 
Hyrule and the Ganon/Zelda/Link 
conflict to the characters within 


With so many ports of Wii U titles 
coming to the Switch, some fans are 
expecting a second encore of both of 
those classics. But rumor has it that 
instead of looking back for their next 
3D Zelda port, Nintendo's instead 
looking skyward — to Skyward Sword, 

The Legend of Zelda: Skyward 
Sword was released on the Wii in 2011, 
marking the franchise's 25th anniver- 
sary. This was also at a point in time 
when HD visuals had thoroughly swept 
the industry — a visual standard that 
the Wii was simply not made to 
produce. While the art style was 


OVER THE COURSE of the Wii U's 
life cycle, it never really got a Zelda 
game it could truly call its own. The 
Legend of Zelda: Breath of the Wild 
was of course developed for Wii U over 
most of its run, but it's probably 
viewed more as an enormously suc- 
cessful launch title for the Nintendo 
Switch than as the swan song for its 
underrated predecessor. Nevertheless, 
console fans of Hyrule adventures 
weren't entirely left wanting, as HD 
ports of The Wind Waker and Twilight 
Princess both debuted on Wii U in that 
same span of years. 
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(And if all that was too much to 
read, please see the TL;DR comic 
version on the very next page.) 

Now, if you find yourself in the 
same boat as me — wanting to have 
some firsthand experience with this 
guy called Joker before he pops up on 
your Smash select screen — you may 
not have to do what I did and cross 
over into PlayStation territory. Rumors 
abound that a Switch port of Persona 
5 is imminent. 

Just Joker's addition to the Smash 
cast would have been enough to get 
that particular ball rolling, but beyond 
it just making sense from that per- 
spective, Atlus has announced that a 
project codenamed Persona 5 R is on 
the way — and more info is due to be 
revealed in March, mere weeks after 
this issue wraps. Both Persona 3 and 
Persona 4 were given portable ports 
with added content a few years after 
they debuted on consoles first, so it 
would follow Atlus' established 
pattern for Persona 5 R to be con- 
firmed as a Switch version of the PS4 
original with a few new bells and 
whistles. 

And if the rumors are wrong? Well, 
you can always borrow your brother's 
PS4. — LUCAS 
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there trust him or want to go 
anywhere near him. 

I keep saying "our hero," by the 
way, because Joker has no set name in 
his normal human form. The manga 
adaptation of the game calls him Akira 
Kurusu, but then other sources name 
him Ren Amamiya. Within Persona 5 
itself, no default name is offered. Let's 
go with Ren, shall we? 

So things start out badly for Ren, 
but as you take control of his life, he 
begins to make friends, make progress 
in repairing his reputation and make 
regular trips into a parallel world of 
magic and spirits. (The whole game 
isn't a high school life simulator, after 
all!) Ren discovers he has the power to 
enter "palaces" that exist in the minds 
of selfish, hateful or altogether evil 
adults, and once there he can trans- 
form into the powerful Joker and 
command spirits called Personas in 
battle. Fighting through the enemies 
encountered along the way (or 
sneaking past them like a true thief), 
Joker — and the allies he recruits 
along the way — "steal the hearts" of 
these vile grown-ups in order to get 
them to change their ways in the real 
world. All while looking fabulous too, 
of course! 


zo». 


PERSONA 5 


We will ever see a Switch port coming? 


that PS4 plugged in, inserted the disc 
and saw myself swept into a world of 
style, stealth and... students? 

High school students, to be exact. 
Persona 5 casts you as the brazen 
Phantom Thief called Joker, yes, but 
before you become that heart-stealing 
hero, you must first embody his real- 
world alter ego — a normal teenage 
kid. Or a guy who's tryingto be a 
normal teenage kid, anyway. Before 
the events of the game begin, our hero 
witnessed a crime in progress on the 
street and intervened to save a 
woman in trouble — but the criminal at 
the scene accused our hero of assault, 
which somehow got him tossed out of 
his school. 

It's seriously a raw deal. He was 
just trying to help someone in distress, 
and he ends up being the one who's 
labeled a criminal. Our hero is forced 
to move to a new place and enroll in a 
new school, only to find his reputation 
has preceded him and none of the kids 


I HAVE CROSSED enemy lines. 

As I'm the editor of a Nintendo- 
focused magazine, it should come as 
no surprise to you that I rarely play 
any other kind of video games. I got 
into World of Warcraft for a while way 
back around 2005, and | bought a PS2 
late into that system's life cycle just so 
I could check out Dragon Quest VIII. 
Well, now I’ve done it again, prompted 
by a different JRPG that, so far, has 
been available exclusively on a differ- 
ent PlayStation. 

I borrowed my brother's PS4 so I 
could play Persona 5. 

I had to! | felt that | must step away 
from my Switch, however briefly — but 
only because I wanted to continue to 
be the best Nintendo magazine editor 
I could be! My knowledge was lacking, 
you see. When Joker from Persona 5 
was announced as the first Fighters 
Pass DLC character coming to Super 
Smash Bros. Ultimate, | was one of the 
people who just said "Huh?". So I got 


COMIC BREAK 


50, PERSONA 5 
MIGHT BE COMING TO 
THE SWITCH SOON. 


50 WHO 15 
THIS “JOKER”, AND WHY 
SHOULD YOU CARE? 


BUT WE’RE DEFINITELY 
GETTING JOKER IN SMASH, AND 
IN PERSONA ۵2: NEW CINEMA 
LABYRINTH ON THE 3175. 


ALLOW ME 
TO EXPLAIN. 


PERSONA GAMES 
ARE BASICALLY 


ANIMAL CROSSING А TT © = 
MEETS POKEMON. HE PROTAGONIS 


OF PERSONA 5. 


MAKE FRIENDS, HE'S A LOSER. 
CATCH MONSTERS. EVERYONE HATES 
MAYBE VO SOME a HIM ANT HIS LIFE 

FISHING. STINKS. 


BUT HE DOESN'T PLUS, HE TRAVELS 
STAY THAT WAY. TO ANOTHER ۷۷ 
TO FIGHT EVIL. 


HE WORKS HARD, 
LEAVES HIS COMFORT 
ZONE AND BUILDS A 
LIFE FOR HIMSELF. 


BECAUSE THIS 15 
A VIDEO GAME, 
50 OF COURSE 

HE DOES. 


JOKER PROVES THAT NO 
MATTER HOW SOCIALLY 
AWKWARD WE MIGHT ВЕ, 
WE CAN ALWAYS MAKE 
NEW FRIENDS. 


AS HE LITERALLY 
DOES HIS HOMEWORK, 
HIS CIRCUMSTANCES 
GET BETTER. 


I THINK YOU'RE 
GETTING YOUR JOKERS 
CONFUSED. 


ALSO, HE MAY 
OR MAY NOT HAVE 
KILLED BATMAN’S 
PARENTS. 


ALTHOUGH WE 
WILL BE ABLE TO 
MAKE JOKER FIGHT 
ROBIN IN SMASH 
BROS. NOW! 


BY MATTHEW LOFFHAGEN 


40 ISSUE #38: RIVALS UNRAVELED 


ARLO'S HEADCANON 


ALL YOU CAN EAT 


the cups. One woman had placed her purse next to a bowl of 

rice and it was gone in an instant. Meanwhile, Kirby was strolling 
casually from table to table, inhaling all of one's contents before moving 
on to the next. Sushi, plates, chopsticks, napkins, soy sauce... nothing 
was safe. 
Chef Kawasaki realized he had been staring stupidly, and he snapped ou 
it with a start. He had to move. He had to save what he could. He sho 
hrough the panicked crowd and soon was standing at the long servi 
He grabbed a platter and started piling all the sushi he could onto it, 
ering to be careful. Once he had a sizeable pile he turned to run to 
but his movement was halted by a sudden gust of wind. Spinning ar 
saw the gaping mouth, saw the whirlwind of chopsticks and napki 
into it. He held fast to the tray, but in moments every last roll wa: 
He only just managed to grab his hat as it flew off his head! Final 
wind stopped. He went to put his hat back on when a tongue snatche 
his hand. Then the tray. 

Yoshi and Kirby turned their attention back to the room at large again. 
now most of the customers had retreated, though many were still tryi 
protect their dinners. Suddenly a truly horrific idea struck Chef Kawasaki 
he slipped to the back as quickly and quietly as possible. Soon he fou 
himself staring at giant bags of rice, buckets of fresh fish, bins and bins of veg- 
s — enough food to feed everyone for miles around. 
worked fast. He grabbed a cart and started piling everything he could 
groaned as he stacked bag after bag of rice, water sloshed to the 
r and carrots tumbled everywhere as he balanced buckets and bins on 
op. A spark of hope began to grow in his chest as he heaved the cart toward 
he wide back door... 

But all too soon, that spark was snuffed out. Another whirlwind came from 
behind him, another series of lightning-fast tongue strikes. Bin by bin, carro 
by carrot, grain by grain the food was pulled from the cart, from the walls, 
rom the floor, even from the cabinets. Chef Kawasaki fought to push the car 
with everything he could, but the pull was just too strong. In mere seconds it 
was all gone, and he found himself lying on the floor, staring up at the ceiling. 

The restaurant was now quiet. All the guests had obviously left. The Che 
ay there for many long moments, too shocked and dismayed to move. Out of 
he corner of his eye he could see the two monsters, inspecting the storeroom 
or any remaining morsels. When none were found, they both walked out. 

Chef Kawasaki heaved a heavy sigh and pulled himself to his feet. He 
walked out into the restaurant to survey the extent of the damage, now 
feeling absolutely numb. Beyond some empty tables, there was nothing left. 

Yoshi and Kirby were just walking out the door when Yoshi stopped and 
gestured toward the Chef. Kirby stopped as well and they both reached behind 
their backs and pulled giant treasure chests out of nowhere. They plunked 
them onto the floor with two giant thuds, then walked out. 

Chef Kawasaki hobbled over to the chests and opened them slowly. 
Suddenly his eyes lit up. Coins, Power Stars, Point Stars and more all shone 
brightly even in the dim room, so abundant that they were nearly spilling from 
the chests. He stared, dumbfounded, for a long moment. Then he looked up, 
ran outside and spotted Yoshi and Kirby in the distance. When they heard him 
and turned, he gave his two new favorite customers a wave and a happy smile. 
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CHEF KAWASAKI PLACED another massive ۲۲۵۷ of sushi on the long 
dining table, then walked back to his counter. He really needed to get to the 
ack and start the next batch, but decided to rest for just a minute or so. He 
urned to face the room, and for a long moment he simply surveyed his 
restaurant, his hands planted proudly on his hips. Every spot at every table 
was taken by a customer, and even more were waiting by the door for their 
urn. He beamed at them all, savoring the sight. After a few moments he 
moved slowly through the crowd, exchanging smiles with happy diners 
holding plates of sushi, and he strolled through the open front door. Outside 
e looked up at the wooden sign he had placed on a pole in front of the big 
window. It read: ALL-YOU-CAN-EAT SUSHI DAY 
Yes, he had been waiting for this day for an entire year. He knew that profits 
wouldn't be very good during such an event, but it was just so nice to see so 
many people in his restaurant. The smiles, the chatter, the clink of plates, the 
satisfied faces . . . it reminded him why he'd become a chef іп the first place. 
He reached up and wiped a smudge off the sign then turned to head back 
inside... but something caught his eye suddenly — his peaceful contentment 
was shattered by a bolt of pure dread. 
In the distance, walking up the road, was a green dinosaur-like creature 
with a tiny shell on its back. It bounced along happily, heading straight for the 
restaurant. 
Chef Kawasaki felt faint. Suddenly the idea of getting any profit at all was 
out the window. And how would he even be able to make enough sushi? He 
could work all night and some of his customers would still go home hungry! 
at was he going to do? Feeling dismayed he turned away, and by chance he 
happened to glance to his left. Then he did a double-take and shot bolt 
upright. Another figure was heading toward the restaurant from the opposite 
direction, and instantly the dread in his heart was replaced once more by 
something else entirely... Pure, animal fear. 
The figure was round. 
And pink. 
And had two red feet with tiny black eyes... 
The Chef's eyes darted to the sign. He yanked it to the ground with one 
swift movement and stomped it to bits. Then he dashed inside, locked the 
door, shuttered all the windows and turned out the lights. His customers were 
confused but he shushed them and everyone grew quiet, waiting in the dark 
stillness of the room, some of them frozen with sushi halfway to their mouths. 
There was a long, pregnant moment where the only sound was the faint jingle 
of the wind chimes outside. Then suddenly... 

BOOM. 

Something struck the door and a frightened noise rose from the crowd. 

BOOM. 

On the second impact the door exploded inward in a shower of wood. 
Standing in the doorway were the dinosaur and the pink puffball, their happy 
faces smiling into the dark room. 

Panic erupted. Customers ran about with their plates of sushi, but Yoshi 
and Kirby were too fast. Yoshi's tongue lashed out like lightning, snatching roll 
after roll from every plate in sight. Sometimes the plates went with them. And 


The video game industry thrives through competition. Companies clash with consoles. 
Franchises fight for audiences and attention. Individual characters go to war against other 
similar stars, always trying to prove that they're the greatest! The thematic resemblance of 
Yoshi and Kirby has inspired us to turn our attention in this edition to this ongoing reality: 
rivalry! Let's examine several of gaming's greatest rivalries in the pages ahead! 
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Sonic would get his groove back with the launch of the 
Dreamcast and Sonic Adventure, a 3D platforming action game 
that threw some role-playing-styled elements into the mix. It was 
an instant hit, though it's become more divisive as the years have 
worn on. The Dreamcast didn't last very long, however, and with 
its end also came the end of Sega's run in hardware. Within the 
year, Sonic was appearing on Nintendo platforms alongside his 
rival of the last decade. 

Since that time, Mario and Sonic have had their ups and downs. 
Not every Sonic adventure has been a hit, while not every party 
Mario has thrown has been a VIP event. For the most part, 
though, Mario has cemented himself as a cornerstone of the 
video game medium, while Sonic's scores have been all over the 
place. As such, Mario is clearly the winner, right? 

Not so fast. 

For characters such as Mario and Sonic, they're not just video 
game characters, but figureheads for the whole company, often 
branching off into other mediums in order to draw attention to 
their respective brands. On that front, Sonic has by and large 
dominated Mario — it's barely even a contest. 

To start, Mario had three shows that ran one season each for a 
total of 104 first-run episodes between 1989 and 1991. Sonic, on 
the other hand, has had five shows which have run for a total of 
10 seasons (only one show ran for a single season), totaling 315 
first-run episodes. While Mario's shows had a consecutive run, 
Sonic's TV time spans various periods from 1993 up to 2017, and 
even the earliest series are still championed by fans to this day. 

In comics, Sonic's had no less than five different series between 
North America and Europe alone, plus various specials and 
mini-series. Most of these ran concurrently with Archie's main 
series, which ran for 290 issues between 1993 and 2016, setting a 
record for the longest consecutively numbered comic book series 
featuring a license. Mario in comics? A fraction of that total. 

Then there are movies. The Sonic OVA movie was positively 
received, and while it has its fans, Super Mario Bros. is universally 
known as a box-office bomb. (Both 
have new films in production now.) 

So while it's easy to say that 
Mario is the reigning champ in the 
video game scene, Sonic's shown 
that he can do quite well 
for himself outside of 
the digital arena! 

— DAVID 


IT BEGAN AS a race. 

The starting line: July 15, 1983. The competitors: Nintendo, rep- 
resented by the Famicom, and Sega, represented by the SG-1000. 

Soon bolstered by the worldwide success of Super Mario Bros. 
and its eponymous star, Nintendo would take the world by storm 
as Sega began laying plans to up the ante with their next major 
hardware release: the Sega Mega Drive, known in North America 
as the Sega Genesis. However, they would come to learn that just 
being the "Leader of the 16-bit Revolution" wasn't enough to put 
a sufficient dent in Nintendo's market share; they needed a fig- 
urehead that could stand toe-to-toe with the mustachioed man 
himself. 

Enter: Sonic the Hedgehog, a character designed from the 
ground up to embody everything about Sega and challenge Mario 
on his own turf, the sidescrolling action platformer. With four suc- 
cessful titles (and an oft-overlooked CD gem) now regarded as 
classics throughout the lifespan of the Genesis, Sonic proved 
enormously popular — so much so that it seemed everyone was 
throwing their hat into the ring, trying to create the next big 
anthropomorphic animal superstar and giving rise to what even- 
tually came to be known as the "mascot platformer." 

Interestingly enough, however, when Sonic came ready to fight, 
Mario just . . ۰ wasn't interested. At least, not on Sonic’s terms. 
While Nintendo would counter the Genesis with the Super 
Nintendo Entertainment System and launch it with Super Mario 
World packed in, that was the last new Mario platformer that 
would be released for more than five and a half years. Sure, there 
was Super Mario All-Stars, which updated the four 8-bit entries to 
then-modern standards, and Baby Mario had a role in Yoshi's 
Island, but that was it. 

Just when Sega thought they had the answers, Nintendo 
changed the questions. By design, Mario was already something 
of a renaissance man when it came to his gaming roles, so it 
wasn't such a huge surprise when he began appearing in other 
types of genres, from puzzle games (he'd already done so before 
with Dr. Mario) to role-playing games to pioneering new ground 
with Super Mario Kart. Sonic may be faster than Mario, but even 
he had a hard time keeping up with Mario's genre-crossing acro- 
batics. 

The following generation would prove interesting for the two 
rivals. Whereas Mario returned to help define 3D gaming in Super 
Mario 64 and continued spreading his influence through sports, 
party and other games, Sonic would experiment on his own, 
never quite getting that defining moment on the Sega Saturn. 
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But in terms of cultural impact, nothing could prepare 5 
for the PlayStation's FFVII. At this point, RPGs became main- 
stream — no longer just geeky pastimes for number-crunchers 
that liked playing alone. FFVII wore its gritty '90s style on the 
nonexistent sleeve of its protagonist, one Cloud Strife. Cloud was 
a scowling, apathetic hero with spiky hair and a sweet motorcy- 
cle, and his world was one of guns, swearing and anime babes. 
Backed up by a huge amount of content and another strong 
soundtrack by Nobuo Uematsu, FFVII became arguably the most 
popular JRPG of all time. DQVII seemed quaint in comparison — to 
the casual eye, RPGs were growing up, and stocky 2D sprites and 
first-person battling just didn't cut the mustard anymore. 

The two RPG giants wouldn't compete with each other for much 
longer though, because as of 2003, they merged into a singular 
company: Square Enix. While the FF and DQ teams mostly 
remained the same, this did mean that the company could 
stagger releases better and didn't have to compete with itself in 
the same way. The DQ team observed what made FFVII a hit and 
decided to punch up the production values of their next game 
without sacrificing the elements that gave the series its identity — 
a criticism a few brave souls levied against FFVII! Sure enough, 
DQVIII was a winner, a lovely merge of what worked (combat, 
musical stylings, setting) and what needed an upgrade 
(presentation, storytelling, scope). And with an extra bit of mar- 
keting muscle in America, DQVIII became the most successful DQ 
launch in the States. 

From that point on, FF continued to get more experimental, via 
the more linear approach of FFX, the pseudo-real-time-style 
combat of FFXII (similar to combat in the MMO FFXI) and the open 
world in FFXV. Despite the development time and budgets for 
these sequels growing significantly, the series rarely enjoyed the 
universal praise of its best games during the '90s. DQ dabbled in 
MMOs itself for a bit, but mostly made incremental improvements 
moving forward into the 3DS's DQIX and the Switch-bound DQXI. 

So which of these behemoths takes the crown in a 
no-holds-barred, turn-based boss fight? In this writer's opinion, 
Dragon Quest emerges as the victor overall. There's something 
extremely cozy about its colorful worlds, consistent soundtracks 
and particularly well-written dialogue. It’s very dependable, with 
each game excelling in different ways. The series has never lost 
its sense of humor or sense of fun, and I'm greatly anticipating 
finally being able to experience DQXI on the Switch soon! While it 
still struggles to gain ground in the States, its dedicated fanbase 
ensures each game still has an audience. — MATTHEW T. 
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THE DEBATE OF tried-and-true versus fresh and experimental 
is one that's as old as human history itself. Is it better to stick with 
what's satisfied people before, or take a risk with something new? 

Dragon Quest and Final Fantasy are two sides of the JRPG coin 
that complement each other nicely. Known as the father of JRPGs, 
Dragon Quest was the first of these venerable series out the gate, 
hitting the Famicom in 1986. The game's creator, Enix's Yuji Horii, 
was inspired by western role-playing games — Wizardy, Ultima 
and the pen-and-paper RPG Dungeons & Dragons — and wanted 
to craft a game with more strategy and emotional involvement 
than its action-based contemporaries. 

Despite its simplicity, the original DQ was a hit, quickly 
spawning a sequel that added the now-common feature of 
multiple playable characters and multiple enemies per battle. 
The series reached new heights with DQIII, a game with a release 
that was so greatly anticipated, hundreds of students were 
arrested for truancy for skipping school on its launch day! It may 
have been worth it considering the class-changing systems, cus- 
tomizable party and twist-filled storyline made DQIII one of the 
best 8-bit RPGs ever. 

But two months before ООШ was unleashed in Japan, a humble 
competitor called Final Fantasy offered its own take on the JRPG 
via a little company named Squaresoft. It managed to beat 00111 
to the punch with its own customizable four-party team, and 
featured a slightly different flavor of adventure for gamers to try. 

While both DQ and FF share some similarly humble beginnings, 
it wasn't long until the directions of each series began to diverge. 
As they moved into the SNES era, the FF titles used the extra 
horsepower of the system to construct richer narratives, add 
real-time elements to the battles and incorporate elaborate set- 
pieces like an imperial banquet or an opera house — both with 
real consequences to your decisions! 

Meanwhile, DQ stuck with what worked in the past, bumping up 
the presentation and some storytelling elements a notch or two. 
It stuck to the turn-based, first-person battle system, town- 
hopping progression and even the same artist and composer for 

every game. Partly due to the SNES 
never getting DQV or VI, the 
series was struggling to stay 
relevant in the States, and FF 
was gaining momentum 
through FFIV and FFVI 
(localized here as Final 

Fantasy II and III). 
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For the most part, Street Fighter resisted the urge to imitate 
Mortal Kombat. The exception to the rule was Street Fighter: The 
Movie: The Game, which digitized stars like Jean-Claude Van 
Damme, Kylie Minogue and Ernie Reyes Sr. into a fighter that 
appealed to almost no one. Shortly after, Mortal Kombat lost its 
digitized graphics, and in return, gave every character their own 
normal moves, steering it closer to Street Fighter's style. 

Not long after that, Street Fighter also moved to polygonal 
graphics, shifting it closer to a center where just about every 
mainstream fighting game was headed. This was also around the 
time Street Fighter had crossed over with stars from other media 
like The Avengers and Gatchaman, while the gang from Mortal 
Kombat were about to clash with the likes of Wonder Woman, 
Freddy Krueger and The Predator. Between their new looks and 
respective massive crossovers, the differences between the two 
franchises had never been smaller, yet they still touted fiercely 
separate and competitive fan bases. 

Now with Street Fighter V (a PlayStation 4 exclusive) and 
Mortal Kombat 11 (Switch-bound soon), the two franchises are 
about to go head-to-head yet again. So which one is the winner? 

Well, it's a tough match. Street Fighter V has some diehard 
fans, but the game has sold below what Capcom had hoped for, 
and they've made some desperate moves to make up for those 
losses. On one hand, they've put out a bunch of awesome cosmet- 
ic-only bonus skins for the game, allowing fighters to dress like 
various Darkstalkers, Mega Man Robot Masters and even 
Viewtiful Joe. On the other hand, they've included some other 
additional graphics that aren't as fun: in-game ads that actually 
alter the looks of various characters. (Believe it or not, for a short 
time, Guile's signature American flag tattoo was replaced with an 
ad! These skins were only in the game for a couple of weeks 
before they were pulled, likely due to fan backlash, but there's no 
telling if and when they'll be back.) 

Compared to that, Mortal Kombat 11 has a lot 
more integrity. Despite its original publisher, 

Midway, going bankrupt in 2009, the series is 
stronger than ever. So we're giving this one to 
Mortal Kombat for now. It's strange to say 
this, but as of this moment, it's the classier 
choice. That feels a little like saying 

that Howard Stern has somehow 

become more respectable 

than Oprah Winfrey, but there 


you go. - JONATHAN f Са "и 


THE FIGHTING GAME genre as we know it today was born in 
1991 with the release of Street Fighter ۱۱۰ It blew the world's mind 
with its eight playable fighters and six attack buttons, which, mul- 
tiplied together, offered unprecedented levels of depth and 
replayability. Each time you played as a different character it was 
like a whole new experience, and with all those different moves to 
learn, the potential to advance your skills felt endless. 

Ironically enough, it was this high skill ceiling that made Street 
Fighter II vulnerable to being knocked from its throne by Mortal 
Kombat, an up-and-coming fighting game released in 1992. A 
year to hone your skills drastically altered the experience of 
plopping a quarter in an arcade machine and taking on the local 
competition. If you didn't play as the character you were best at, 
chances are you would likely get your butt kicked by someone 
who did, as learning all the minute intricacies of a new fighting 
style takes a lot of time and practice. 

Mortal Kombat didn't come with the same stakes — every char- 
acter had the same normal moves. This made for a more shallow 
game, but it also mitigated the risk of playing as someone new. If 
you can uppercut or sweep the leg with one fighter, you can do it 
with them all. Special moves were also a lot easier to pull off with 
everyone. Holding down a button or tapping forward or backward 
and hitting punch or kick would almost always give you some- 
thing. This made Mortal Kombat the new favorite among the less 
competitive crowd, who abandoned Street Fighter ۱۱ in droves 
after being given the option for a lighter, sillier game. 

There's also the fact that Mortal Kombat was made for North 
Americans, by North Americans. Where Street Fighter offered up 
a strange mix of slightly off-color racial stereotypes and anime 
martial arts magic, Mortal Kombat was as American as apple pie. 
Instead of hand-drawn graphics, the game used real digitized 
actors for playable characters, while leaning hard into the style of 
Asian-sploitation films like Big Trouble in Little China and The 
Last Dragon for its art direction and mythology. 

Most of all, there were Fatalities, Mortal Kombat's most 
shocking contribution to the gaming world. These special moves 
were hard to "execute," but unessential to actual combat. 
Instead, these moves were performed after you'd already won the 
match, delivering a bloody, final end to battle. All that gore 
required Mortal Kombat to be censored on the SNES, replacing 
the blood with giant drops of sweat. Sega didn't enforce that level 
of family friendliness on the Genesis, helping them to give 
credence to their infamous "Genesis Does What Nintendon't" 
marketing slogan. 
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troublemakers and À 
causing problems) and CA | 
request their assistance іп 
battling more dangerous ghosties 
throughout the town of Springdale. You 
controlled up to six Yo-kai at a time with more than e 
200 available to befriend, including Legendary and Boss 
Yo-kai. The spirits themselves were elemental in nature, 
with certain types having advantages over others. (Seeing the 
similarities?) 

The push for Yo-kai Watch was very similar to the initial explo- 
sion of Pokémon excitement back 1998 with manga, an animated 
series and toys all appearing alongside the games. Sales for the 
first Yo-kai Watch game reached over a million copies by 
November of that year, making it a bestseller in Japan — but it 
wasn't released overseas until November 6, 2015. Sales did not 
meet expectations in the States, with only 400,000 games sold 
by June 2016, but Level-5 felt it did well enough to keep the Yo-kai 
train rolling in this part of the world. Yo-kai Watch 2, released ini- 
tially in Japan in July 2014, took another page from the Pokédex: 
It was released in two versions, "Fleshy Souls" and "Bony Spirits". 
The sequel added over 200 new Yo-kai, improved gameplay and 
added new features. It also fared quite a bit better against 
Pokémon. In fact, it did so well that it outsold Pokémon Alpha 
Sapphire & Omega Ruby by December 2014, with sales of over 3 
million copies of both versions combined! There was even a third 
version released, subtitled "Psychic Specters" which sold 
extremely well in its home country. The next game in the mainline 
series, Yo-kai Watch 3, released in Japan on July 16, 2016, and 
seemed set to be another surefire hit — but 10 days earlier, 
Pokémon made a pre-emptive strike against it with the launch of 
the worldwide phenomenon known as Pokémon GO. 

Teaming up with Niantic, The Pokémon Company created a 
mobile game that not only sPoke to the social media generation 
of today but also managed to grab the original fans of 20 years 
ago. As of May 2018, there had been over 800 million downloads 
worldwide with 147 million active monthly users. 

unfortunately, Yo-kai Watch's popularity has decreased in 
Japan and never quite caught on in the States, as evidenced by 
the discontinuation of toys being sold here and fewer forms of 
media being translated for both the U.S. and abroad. Hope is not 
lost though, as Yo-kai Watch 4 is being readied for release on the 
Switch this year . . . but so is the next generation of Pokémon! 
Looks like the battle will begin again! — THOR 
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AHH, POKÉMON ... the multi-million dollar video game and 
merchandising juggernaut that just won't stop. First released in 
Japan in 1996 with dual games Pocket Monsters Green and 
Pocket Monsters Red, the Pokémon franchise has ruled the 
monster catching, training and battling roost for over 20 years, 
with over 300 million copies sold of the mainline and spin-off 
games, plus dozens of different manga series, an ongoing cartoon 
that began in 1997, a ferociously popular collectible card game 
that has sold 25.7 billion cards as of 2018 (around half of those 
were purchased by my children, I’m sure), 22 movies, LOTS of 
toys, plushies, posters, soundtracks and several official Pokémon 
Centers located in Japan — with a new one opening in Singapore 
in the first half of this year! With such popularity, could anyone 
possibly take on Ash and Pikachu for the crown? Well, some have 
tried... 

Tecmo introduced the world to Monster Rancher in 1997. 
Premiering on the original Sony PlayStation, Monster Rancher 
had a unique process for obtaining new monsters: Any readable 
CD could be inserted into the PlayStation and a new monster 
would be generated based on the information on the CD. Later 
games could also use DVDs for monster generation. There were 
14 total games spread across multiple systems, with the most 
recent game being released in 2011. 

The very next year, Pokémon's biggest early rival was born: 
Bandai released the first video game in the Digimon: Digital 
Monsters series, called "Digital Monster Ver. S: Digimon Tamers", 
on the original Sega Saturn. The Digimon franchise actually 
began life as a Tamagotchi-styled virtual pet toy in 1997, making 
the jump to video games the next year. Digimon and Pokémon 
shared many of the same concepts and secondary revenue 
streams with cartoons, movies, comics and toys also available for 
consumption. It even retains a presence today — with new games 
and movies releasing at regular intervals, Digimon enjoys a cult 
following among its fans even now, 22 years later. 

Pokémon stood pretty much unopposed circa 
2013. Yo-kai Watch from Level-5 debuted that year 
in Japan, and it came ready to knock Pikachu off 
his perch. The premise behind Yo-kai Watch 
was very reminiscent of Pokémon: Your goal 

as either young Nate Adams or Katie 
Forrester was to use the titular Yo-kai 

Watch to detect and befriend the various 

Yo-kai (ghosts/spirits in Japanese 

folklore that are famous for being 
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manner that suits their playstyles best. The choice boils down to 
whether you prefer a short and focused adventure or one with 
greater volume and personalization. 

Later entries in both series would naturally follow the same 
design paths. Metroid Fusion and Metroid: Zero Mission for GBA 
retained Super Metroid's essence, while the Metroid Prime trilogy 
spanning GameCube and Wii astonished a skeptical audience who 
didn't think the Metroid formula could work in a first-person envi- 
ronment. Elsewhere, six Castlevania games split evenly across 
GBA and DS brought the Symphony of the Night experience to 
portables, while a handful of 3D efforts on N64 and PS2 failed to 
hit the same high notes. 

What then followed was the prologue to the Dark Ages. 

Nintendo tried their hand at a more cinematic presentation 
with 2010's Metroid: Other M for Wii, but poor consumer recep- 
tion and even worse sales convinced the Big N to place the fran- 
chise on temporary hiatus. Fans were displeased by this turn of 
events, and even more so by the critically panned follow-up, 
Metroid Prime: Federation Force for 3DS, which sported a 
super-deformed art style and relegated Samus to a supporting 
role. Also in 2010, Konami presented Castlevania: Lords of 
Shadow for PS3 and Xbox 360 as a reboot that took cues from 
Western action games. Despite its status as the best-selling 
installment in the series, its two sequels dropped the baton hard 
enough for Konami to cut ties with the subseries' developer, 
MercurySteam. 

The future is starting to look bright again, at least for the 
Metroid faithful. E3 2017 revealed not only Metroid: Samus 
Returns for 3DS — incidentally developed by MercurySteam as 
well — but also Metroid Prime 4 for Switch. Samus Returns 
touched down later that year to an avalanche of rave 
reviews and tears of relief. As for Castlevania? It's 
caught in a bizarre limbo alongside every other 
property in Konami's catalog. The only 
Castlevania game we currently have to look 
forward to is a microtransaction-heavy 
mobile title — hardly befitting of such a 
legendary franchise. 

If the match were called now, Metroid 
would be the one left standing in the 
steel cage — but only because 
Castlevania's agent refused to 
drive it to the arena. Come 
on back, Drac! — TONY 
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*METROIDVANIA." Love it or hate it, this ubiquitous term 
serves as shorthand for the style of nonlinear platformer that has 
thrived in the indie community. The sense of discovery permitted 
by the likes of Cave Story, Guacamelee! and Hollow Knight has 
incredible appeal across the player spectrum, and we owe the 
existence of such modern classics to the pair that partitions the 
pervasive portmanteau: Metroid and Castlevania. 

Nintendo's Metroid charts the lonely journey of bounty 
huntress Samus Aran as she defends the galaxy against the Space 
Pirates and predatory Metroid species. Konami's Castlevania 
traces the centuries-old blood war between the Belmont vampire 
hunter clan and Dracula's unholy army of the night. Science 
fiction sits on one end and fantasy horror on the other, yet 
despite their differences in setting and tone, they jointly repre- 
sent a standard that developers strive to meet to this day. 

In Metroid's case, that standard was established in 1993's 
Super Metroid for SNES. The NES original laid the groundwork, 
but it suffered from rigid movement and almost nonexistent sign- 
posting. Then the Game Boy sequel streamlined both the action 
and progression, only to be handicapped by hardware limitations. 
The third time proved to be the charm, striking the perfect 
balance of independent control and subtle directional guidance, 
while also nailing the foreboding atmosphere these expeditions 
were always meant to evoke. 

The road to 1997's Castlevania: Symphony of the Night for PS1 
was far less direct in contrast. Every prior Castlevania was a 
straightforward sidescroller with an excruciatingly slow and lum- 
bering hero. The notable exception to this formula was 
Castlevania Il: Simon's Quest for NES, but though it attempted a 
more open-ended structure, that endeavor was undermined by 
inconsistent difficulty and deliberately misleading navigation 
clues. Symphony of the Night completely upended the table — not 
only was Dracula's castle a playground of exploration, but the 
half-vampire Alucard was the fastest, most versatile protagonist 
in Castlevania history. 

Neither Nintendo nor Konami ever considered these master- 
pieces or their successors to be in serious competition, but that 
hasn't stopped the Internet from forcing them into the steel cage! 
Fans on Team Super Metroid appreciate how players are encour- 
aged to clear the game as quickly as possible, with all manner of 
optional suit upgrades and secret techniques tailored for 
speedrunning and sequence breaking. Those flying the Symphony 
of the Night banner value how expansive the map is, as well as 
how the deep RPG elements allow them to customize Alucard in a 
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source material, and realistic war games like Halo and Call of 
Duty, in equal measure. Something similar happened with the 
final Advance Wars title, a dark-and-dour yet silly DS game called 
Advance Wars: Days of Ruin. Trading in the series' signature 
candy-coated shell in favor of a more gritty, feel-bad look just 
wasn't a match, and sales suffered as a result. 

It also didn't help that the Advance Wars gang has been contin- 
uously snubbed for playable representation in Smash. The roster 
of Fire Emblem representatives seems to grow with every new 
update, to the point where it's third only to Mario and Pokemon in 
terms of the total Smash census. As for Advance Wars, it had to 
settle for a single Assist Trophy in Brawl (which was cut from later 
sequels) and an appearance in Captain Rainbow, a Japan-only Wii 
title about all of Nintendo's most unloved characters hanging out 
on an island of misfit mascots. That's gotta hurt! 

That's not to say Fire Emblem hasn't had its share of struggles. 
Reports later circulated that if Fire Emblem Awakening on the 
3DS hadn't done well, the series may have been shuttered for 
good. Thankfully, it was one of the most popular games in the 
series to date, thanks in no small part to the inclusion of a 
masked revision of series figurehead Marth, the option to turn off 
permadeath and a new, not entirely savory focus on cheesecake 
(and | don't mean the kind you put in the freezer). 

From there, Intelligent Systems, the creators of both Advance 
Wars and Fire Emblem, seemed to abandon the former entirely, 
focusing nearly all of their turn-based design prowess on the 
latter. Now six years after the release of Awakening, we've seen 
two more traditional Fire Emblem titles for 3DS, Tokyo Mirage 
Sessions #FE (the Fire Emblem X Shin Megami Tensei crossover 
for Wii U), the Dynasty Warriors-style action hit Fire Emblem 
Warriors for Switch and New 3DS and Fire Emblem Heroes for 
mobile. And with Three Houses coming soon, there's no question 
that Fire Emblem's dominating this battle right now. 

But all is not lost for those who, like me, are members of the 
Advance Wars army for life. Wargroove, a new indie game for 
Switch that is essentially Advance Wars in everything but name, is 
doing extremely well — it recouped its development costs less 
than three weeks after going on sale, and it's also extremely cute, 
proving that a war game doesn't need to be brown-and-frowny to 
find an audience outside of Japan. Hopefully its success will signal 
to Nintendo to revive one of its most respected, well-loved fran- 
chises! In the meantime, we can't help but name Fire Emblem the 
winner of this contest. No matter how well you fight, superior 
numbers will always take the day in the end. — JONATHAN 


ON ONE SIDE, you're greeted by an array of medieval knights 
and fantastic wizards, ready to take on any form of dungeon or 
dragon without a moment's hesitation. On the other side, you're 
welcomed by a sea of modern military muscle — soldiers armed 
to the teeth with bazookas, tanks and who knows what else. That 
was the view that Nintendo provided to the gaming landscape 
back in the early '90s in Japan, but it would take a long time 
before Westerners were granted the same picture. 

You'd think that Fire Emblem's brand of medieval fantasy and 
Advance Wars' colorful, light-hearted take on army life would 
have flourished in the U.S.A. back when He-Man, G.I. Joe and 
Thundercats were all still big names in the world of children's 
entertainment. Yet that was never meant to be — both franchises 
would remain landlocked to Japan until well into the 2000s. 
Maybe it's because they're both turn-based strategy games, and 
Nintendo was afraid that the genre was too time-consuming and 
challenging for the kids-and-families demographic they were 
aiming for with the NES? 

Regardless of the reasons why, it wasn't until 2001 that they 
both made their way out of Japan. That was the year that Advance 
Wars was released globally for the Game Boy Advance, and that 
Super Smash Bros. Melee was launched on GameCube. Marth and 
Roy were both hidden characters in that Smash sequel, and both 
became fast fan favorites. Advance Wars also did extremely well 
for itself, scoring a GBA sequel shortly thereafter, and a near- 
launch title on the DS a few years later. 

Encouraged by Marth and Roy's popularity in Smash, Nintendo 

started releasing Fire Emblem games interna- 
tionally, but at first, they didn't do very big 
numbers. The permadeath twist to 
combat was a turn-off to many. 
Advance Wars' success also started 

to die down as time went on, so 
Nintendo tried to reload fan enthu- 

siasm for the series with a spin-off 

called Battalion Wars, consisting of 

two tepidly received outings on the 
GameCube and Wii. Part of the 

problem was they were just too differ- 


ent from classic Advance Wars, 

9 attempting to combine the third- 
person shooting and real-time 

/ 3 strategy in ways that ended 


up alienating fans of the 
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create chains by popping puyo and causing puyo on top to drop 
and pop other puyo. Once chains and pops are put together, they 
lead to sending "Nuisance Puyo" to the opponent, which can only 
be destroyed by popping puyo next to them. These can block the 
player's progress and chains, and the first to fill their opponent's 
screen and cause them to "top out" wins. 

The action is quick and intense, and there are several interest- 
ing strategies to employ to clear puyo quickly. The game has 
many different "skins" — 1993's Dr. Robotnik's Mean Bean 
Machine and 1995's Kirby's Avalanche employed the same 
gameplay — but the original games feature the heroic Arle Nadja 
(seen below) who must defeat the Dark Prince. Several opponents 
impede progress to the Prince and are exponentially more diffi- 
cult, ultimately leading to the final battle. Arle has been in many 
Puyo Puyo games, and she remained when Sega took over the 
license in the early 2000s. Sonic Team has been developing the 
games since, and was also in charge of Puyo Puyo Tetris. 

That game, which combined the two puzzle styles, is truly 
something to behold. ۱ figured it would be more along the lines of 
Tetris & Dr. Mario, where the two styles were played "together," 
but on separate playfields at separate times. But instead, in 
certain modes, you don't know if you'll get a puyo or a tetromino, 
and the two can occupy the same playfield, causing mass confu- 
sion and panic. Somehow, it all works, and is a beautiful mess 
that's definitely worth a play. Naturally, the Switch version is the 
one I'd recommend. 

A cursory look at sales numbers from the two franchises gives 
the clear "winner" of this battle, with Sega announcing that Puyo 
Puyo has sold 25 million units between releases, whereas sales of 
Tetris are estimated at around 170 million across all platforms. 
Not only is Tetris winning this match, it bests all other video game 
franchises to this point. ALL of them. (Even that one you're 
thinking about right now.) Granted, it is difficult to 


track some of those initial sales of Tetris, so 
< 
7 


the actual number may be even higher. 
A little lopsided to be sure, but I'd argue 
< 7 
> 


that the gameplay, while it differs 
wildly, is equally addictive. Often it 
just matters who was first to market. 
Decades after their debuts, 
neither series shows any sign of 
stopping. People can’t seem to 
get enough of both puzzlers, and | 
can’t blame them! — BRETT 
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IT SEEMS WEIRD that we'd include two properties that liter- 
ally combined to create a game currently on multiple systems 
here in this rivalry feature, but Tetris and Puyo Puyo competed 
for puzzle genre dominance for years before joining forces. 

Alexey Pajitnov created a demo for Tetris in Russia in 1984, and 
it has since become a worldwide phenomenon, often touted as 
the best puzzle video game in the world and often cracking the 
Top 10 on lists of best all-time video games. The inventive design 
takes tetrominoes and has players attempt to create lines by 
placing the blocks in a playfield as they fall. The battle to have 
Tetris on a game console first was won by Nintendo (after a 
storied mess of licensing on PCs, other systems and arcades), and 
the most known version is the Game Boy version, which was 
chosen as the pack-in title for that pioneering portable. The game 
was introduced to millions and never looked back, addicting 
nearly every one of them. Almost every console has some version 
of Tetris on it, and new spins and variations are still being devel- 
oped today. My personal favorites include Tetris Battle Gaiden on 
Super Famicom, The New Tetris on Nintendo 64, The Next Tetris, 
Tetris DS (which featured a Nintendo twist), Tetris Party and 
Tetris & Dr. Mario (which combined those two games on SNES). 
Notable game modes include Marathon, which sees how long the 
player can play; Sprint, which has them completing 40 lines as 
fast as possible; Ultra, which has a time limit; and Versus, which 
pits players against each other. 

With a game nearly everyone is at least passingly familiar with, 
and that essentially built the puzzle genre of video games to 
where it is today, any other puzzler is instantly compared to it. 
Not only that, but many tournaments have been held and star 
players exist for this powerhouse title, and its popularity hasn't 
dwindled much in its 35-year history. 

So what game could even hope to stand up to this behemoth? 
Puyo Puyo is arguably the next most successful puzzle game, and 
its merit is warranted. Puyo Puyo is actually a spin-off, using 
characters from a 1990 JRPG named Madó Monogatari made by 
Compile. It was first released on both the MSX2 and the Famicom 
Disk System in 1991 and looked a little different than it does now 
— mainly because it was score-based and included a competitive 
mode, but didn't base the gameplay on it. Puyo Puyo has players 
connecting falling blobs (called "puyo") together into groups of 
four (or more) to make them pop. They will connect vertically or 
horizontally, but not diagonally. 

Modern versions are now almost always played in a combative 
setting, either against a CPU or other player. The object is to 


Metal Slug checked all the genre boxes — cooperative play, 
one-hit deaths, an assortment of armaments and a conga line of 
hapless cannon fodder on which to use said armaments. 
However, what set it apart compared to the more serious-minded 
Contra was how heavily it leaned on humor and did so via down- 
right stunning hand-drawn animations. These goofy characters 
may shoot and gut one another in gratuitous fashion, but their 
exaggerated expressions in the throes of death never fail to elicit 
a smile! 

Ап агї style that remains impressive two decades later is not all 
Metal Slug had going for it — the strike team of Marco Rossi and 
Tarma Roving came equipped with some delicious toys! Players 
loved the "Rawket Lawnchair" as much for its utility against 
bosses as for its hilariously poor in-game pronunciation, and they 
raced against their co-op partners to be the first to board the 
titular "Metal Slug" SV-001 tank. Sequels continued to up the ante 
with female playable characters Eri and Fio, weapons like the 
adorable Iron Lizard R/C bomber and transformations like zombi- 
fication that can clear the screen with a disgusting stream of 
blood vomit! 

Contra and Metal Slug propelled themselves from the starting 
blocks at full power and have maintained an impressive pace ever 
since. Contra Ill: The Alien Wars for SNES is hailed by many as the 
best in the series, though connoisseurs of boss rush-style chal- 
lenges often prefer Contra: The Hard Corps for Sega Genesis. And 
though Nazca was acquired by SNK, Metal Slug's quality never 
faltered, with Metal Slug 3 often sitting at the top of fan rankings. 
In fact, both series’ only missteps were their ill-conceived tres- 
passes into the third dimension. 

Whichever franchise you feel deserves to sit upon the shooter 
throne depends entirely on how much value you place on window 
dressing. Mechanically, both are the highest in their class, provid- 
ing nail-biting challenge while remaining accessible enough to 
invite newcomers to put their skills to the test. But whereas art 
and animation buffs may go nuts over Metal Slug's pizzazz, 
there's no denying the attractive purity in Contra's design — plus, 
the Contra series has much better music, so points for that! 

Alas, we couldn't call a winner even if we wanted to, since our 
champions appear to have wandered off the battlefield. Contra is 
in the same boat as Castlevania, waiting fruitlessly for Konami to 
pull it back ashore. Meanwhile, 2008's Metal Slug 7 for DS was the 
last original entry in that line, excluding a revision entitled Metal 
Slug XX that has appeared a few times since. It may be best to put 
this contest on hold until the combatants return. — TONY 
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CONFLICT IN GAMES takes many forms — from shell-dodging 
kart races to turnabout courtroom dramas — but for conflict at its 
most primordial, look to the shooter genre. What could be more 
crude yet cathartic than taking up virtual arms against all manner 
of terrestrial and otherworldly baddies? And what better 
examples of one-man (or -woman) army simulations than Contra 
and Metal Slug? 

Though it debuted in arcades in 1987, Konami's Contra didn't 
truly get players' hearts pumping until the NES port the following 
year. Under the dim glow of our televisions, we were no longer 
children but the grizzled commandos Bill Rizer and Lance Bean. 
Our mission: to crush the Red Falcon organization and send their 
alien overlords packing. Our chances of survival: slim. Our blood- 
lust: insatiable! 

Contra is regarded as one of the most vicious gauntlets in the 
Nintendo library. The word "Contra" in context is "a title awarded 
to a superior soldier possessing almost superhuman drive and 
ability, while excelling in guerrilla tactics." You certainly needed 
superhuman skills yourself if you hoped to blast through the alien 
hordes! If a single bullet grazed your skin, death consumed you! A 
dwindling handful of lives later, back to the start of the game! 

Such a recipe ought to have spelled disaster for Contra's repu- 
tation, but the game was so easy to pick up and play for quick 
runs either alone or alongside a partner that players were eager 
to persevere. To reach those end credits was a mark of pride; to 
do so without the use of the Konami Code that granted 30 extra 
lives was a testament to a player's gaming mastery. Besides, 
when that iconic jungle music slaps as hard as it does, it helps to 
take the sting off of replaying the first stage over and over! 

Thus the king of run-and-gun shooters was crowned. Many con- 

tenders would go on to vie for the title — 
including such quality wares as Turrican, 
Midnight Resistance and Gunstar Heroes — 
but none could compare to the thrill of 
showering the screen in Spread Gun fire. 
None, that is, until a small 

outfit called Nazca 

Corporation brought 

Metal Slug to 

arcades in 1996. 
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From that starting point of similarity, the characters diverged 
to discover their own gameplay identities — Kirby gained the 
ability to absorb and copy his enemies' powers after eating them 
in 1993's Kirby's Adventure. Yoshi gained the ability to create and 
toss eggs, as well as his signature "flutter jump," in the breakout 
role that established his own series, Super Mario World 2: Yoshi's 
Island, in 1995. With those core traits set in stone, both went on to 
headline several sidescrolling sequels in the decades ahead. 
Kirby had the likes of Kirby Super Star, Kirby's Return to Dream 
Land and the most recent one, Kirby Star Allies. Yoshi had Yoshi's 
Story, Yoshi's Island DS, Yoshi's New Island and Yoshi's Woolly 
World all leading up to the new Crafted World, just around the 
corner. 

But in between all those sequels that surely went into develop- 
ment specifically as Kirby or Yoshi games, both have headlined 
spin-off projects that could have gone either way. Yoshi had a pair 
of puzzle games very early on — Yoshi and Yoshi's Cookie — that 
didn't fundamentally have to be Yoshi games. He was also used to 
reskin Panel de Pon when it cames to the States for the first time 
as Tetris Attack. Kirby similarly headlined a falling-block puzzler 
dubbed Kirby Star Stacker, and he also had his likeness applied to 
the localization of another we just mentioned earlier: Kirby's 
Avalanche, Nintendo's version of Puyo Puyo made for the West. 

Gimmicky games built on motion control mechanics with 
special custom cartridges? They both elbowed each other in that 
area, as Kirby got Kirby Tilt 'n' Tumble in 2001 and Yoshi chased 
him down with Yoshi Topsy-Turvy in 2004. How about DS adven- 
tures controlled entirely with the stylus and touchscreen? Yoshi 
struck first with Yoshi Touch & Go in March of 2005, then Kirby 
arrived hot on his heels with Kirby: Canvas Curse in June of that 
same year, just three months later. 

All of the back-and-forth ultimately resulted in the situation 
we're in now, with the two characters being spoken of in the same 
breath so often that both were given to the same development 
team at Good-Feel. Kirby's Epic Yarn first arrived in 2010 and will 
have its encore appearance soon, while Yoshi's Woolly 
World and then Yoshi's Crafted World followed right 
after. It's clear that when Nintendo wants cute and 
colorful, both of these characters are available 
to fit the bill perfectly. 

So, who would the winner 
be? Probably whichever 
donut shop is closest 
to NOA HQ. — LUCAS 


A NINTENDO EXECUTIVE bursts into 

a conference room, interrupting Reggie 

stuffing his face full of donuts. "Guys, guys! 

l've got a great new idea for a game. It's cute 

and colorful. It's really low on difficulty, so young players can 

get into it easily. The hero can eat his enemies, hold them in his 

mouth and then spit them back out to attack other enemies. And 

sometimes he can transform, turning his body into different 
shapes and gaining different powers..." 

"Wait, wait, wait," says Reggie, his face covered in powdered 
sugar and crumbs spewing across the table with every syllable. 
"What did you say about the hero liking to eat? Which character 
are you even talking about?" 

Well, what would you say? 

Most franchise rivalries in the video game industry are easy to 
understand — one company comes up with a great idea and 
makes a game, then another company sees the success of that 
idea and invents their own brand to compete against the first in 
the marketplace. We've just presented several pages' worth of 
examples. 

But Kirby and Yoshi are in a different situation — as they're both 
under the Nintendo umbrella, they're not competing against each 
other for sales on store shelves so much as they're jockeying 
against one another during the development process itself, 
aiming to be the mascot chosen to headline family-friendly, low- 
impact projects that call for a cutesy face on the box. 

That's how Nintendo operates, you know. Sometimes, sure, a 
game goes into development and the team in charge of it knows 
it's going to be a new Legend of Zelda sequel or the next Metroid 
or a new F-Zero (I wish). But oftentimes Nintendo's designers 
work from a "gameplay first" starting point, inventing some fun 
new way to play and only later deciding which of the company's 
many mascots makes sense to star in it to help it sell. It's in those 
situations that Kirby on one hand and Yoshi on the other must 
surely have been a debate that's played out multiple times in the 
past. 

Their overlap started early. Yoshi made his debut in 1991 in 
Super Mario World, introduced as the biggest selling point of that 
sequel — when Mario found him in a level and jumped on his back, 
players gained the power to eat enemies, hold them in Yoshi's 
mouth and then spit them back out to attack others. Kirby's 
Dream Land came along the following year, and its core gameplay 
was the very same sequence of actions: eat an enemy, keep it 
held in Kirby's mouth for a while, then spit it back out. 
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Turning back the clock to the early 905 this time, let's remember that both Yoshi and Kirby were born 

with empty stomachs. Mario first freed Yoshi from an egg in the opening moments of Super Mario World, 

and after leaping onto his back he found his new green friend had an appetite for nearly everything in the 

SUPER environment, using his frog-like tongue to capture and consume Monty Moles and Berries (though not 
MARIO WOR LD the sweaty Chargin’ Chuck). Kirby, meanwhile, was even more voracious in his first-ever appearance the 
KIR E. А following year, happily gobbling up the minions of King Dedede with the help of a powerful vacuum 
DREAM LAND suction ability that drew them straight into his open maw. Years later, they're both still at it! — LUCAS 
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Baby Bowser's father figure, master of boss-boosting FIRST APPEARANCE 


: z ات‎ PER MARI RLD 2: 
magical spells and a real thorn in Yoshi's side for 24 years! ЕЕ jt IS dS 5j 
There's no bolder entry into the video He put his differences with Yoshi Gaze upon the incredible cuteness of Nintendo's been doing a good job of 
gaming scene than trying to kidnap aside long enough to make his debut Yarn Kamek! You can't help but love putting the wholesome father/son 


the world's #1 video game hero! as a playable Mario Partier! those little buttons as his glasses. relationship between Bowser and 
' ' Bowser Jr. on display in recent years, 

but have you ever wondered how 

Bowser learned to be a good Dad? 
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۱ ب‎ That's right, from Papa Kamek! Their 
— schemes might always get thwarted 
Kamek was meant to be playable in Back to kidnapping babies, Kamek Kamek got to host the latest Mario by meddlesome Yoshis in the end, but 
Mario Kart 64, but he got cut and swiped Baby Bowser away from... Party, but had to share the spotlight. Kamek and Baby Bowser get to spend 
replaced with Donkey Kong. Ugh! himself? Both a Low and High here. Pretty snazzy bow tie, though! lots of good quality time together! 
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Kamek's kidnapping attempt is only halfway successful, as he While he didn't make the cut as a playable partier in the latest 
Years before the first Super Mario Bros. manages to grab Baby Luigi, but Baby Mario slips from his grasp Mario Party series sequel, Kamek was nonetheless honored by 
adventure, Kamek the Magikoopa gazes and forms a heroic partnership with Yoshi. Kamek then continues a glittering, golden likeness made in his image, placed high 
into his crystal ball and foresees that his attack, mostly by using his magic to increase the size and atop the unlockable fourth playable board in the game called 
Mario and Luigi will one day make trouble strength of the bosses Yoshi encounters on his quest to reunite Kamek's Tantalizing Tower. He also appears like clockwork on 
for the Koopa Troop. So he hatches a plan the baby bros. That boss-boosting gig has continued since then, every other board too, using his sorcery to plague each area 
to kidnap them when they're still babies! crossing over into the mainline Mario games as well! with Bad Luck Spaces. Don't land on one of those! 


BY LUCAS M. THOMAS 
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EVER-IRRITATED 
EYEBROWS 


THE CLENCHED 
FIST OF TRUE 
FRUSTRATION 
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FLOPPY, 
FLAPPING 
WIZARD'S CAP 


BAMBOO OF 
BAMBOOZLEMENT 


A SHELL 
UNDERNEATH, 
PRESUMABLY 
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JUST ONE AMONG MANY? س‎ AH!ITSA YOSHI! ss 
It's fitting that Kamek's archrival is Yoshi, as the singular Yoshi is just one of the SHOES lm tired of Yoshis ا‎ 
myriad multicolored Yoshis — and, likewise, there are countless Koopas in King ruinin m lans! HIE 
Bowser's Koopa Troop who look identical to Kamek! "Magikoopas," to be precise, first g y P ° Eum 


appeared in 1991 in Super Mario World (the same game in which Yoshi made his 
debut, so maybe that's where the rivalry really originated). In that first appearance, -YOSHIS WOOLLY WORLD 
the blue-robed baddies would appear out of thin air and blast magic spells toward 
Mario and Luigi, causing damage if they found their mark. If the Bros managed to 
dodge, though, and the soaring sorcery struck a block in the area instead, it would be 
instantly transformed into an extra Koopa Troopa enemy! Since then, Magikoopas 
have reappeared as common foes several times over. And who knows? Maybe, 


sometimes, it’s actually Kamek himself out on the front lines! 
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What Nintendo Power was writing about way back when. 


Finally, it was time to vote in the 1993 Nintendo 
Power Awards (a.k.a. The Nesters, whose visage still 
adorns the different trophies). Voters were entered 
into the Player's Poll Contest, with a grand prize of 
25 Super NES games of the winner's choice! 

Carrying on into April 1994 and NP #59: 
Hopefully you like Griffey, because he's playing 
Super NES on the cover to promote his 10 pages of 
coverage inside, along with Star Trek: The Next 
Generation, Mickey's ultimate Challenge, X-Kaliber 
2097, Time Trax and Turn and Burn: No-Fly Zone, as 
well as a five-page preview of Super Metroid. 8-bit 
offerings continued to be sparse, with just 
Prehistorik Man on the Game Boy and Walt Disney's 
The Jungle Book on the NES. 

Speaking of Samus' latest outing, things weren't 
going so well in the comic version as she tripped a 
spike trap, requiring an emergency evac for some 
Chozo first-aid. Elsewhere, a four-page feature 
talked about "What's Up at Interplay," with looks 
behind the scenes at Clay Fighter: Tournament 
Edition, as well as some Blackthorne, The Lord of 
the Rings and The Lost Vikings II. 

Link maintained his Power Bracelet-enhanced 
grip on the top of the Game Boy Top 20 charts, 
while Kirby's Adventure blew past Tetris 2 and 
Street Fighter II Turbo Shoryukened its way up to 
#1. This month's Player's Poll was surely exciting for 
fans of footy (or soccer, if you prefer), with the 
winner going to the World Cup finals in Los Angeles 
and bringing home some official gear. 

Lastly, Pak Watch gave us a look at Final Fantasy 
III (a.k.a. VI), Kirby's Tee Shot (released as Kirby's 
Dream Course) and more, all headlined by an 
attempt to tout the superiority of ROM chip-based 
cartridges in Project Reality over the emerging 
medium of CD-ROM tech — using a speed compari- 
son between a space shuttle and a snail. If you've 
played a GameCube, Wii or Wii U, you can probably 
guess how that ultimately turned out. — DAVID 
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Great acceleration keeps the 3-WD in 
contention. 


Its small, but it's also tough. That's good 
Since you'll spend lots of time slapping 
the walls. 


This car is a prize you'll win later in the 
game, but it handles like a cow on skates. 


The dune-jumping three-wheeler is quick and tough—a 
good choice for tracks with mixed terrain. 


THE MARCH 1994 edition of Nintendo Power, its 
58th release, kicked off in a big way as the big man 
himself, Wario, made his first cover appearance to 
promote his first solo outing, Wario Land: Super 
Mario Land 3, as well as the feature within. What's 
more, it was the only Game Boy game to be promi- 
nently featured in the issue, with Part Two of NP’s 
Zoda's Revenge: StarTropics ۱۱ coverage being the 
sole Nintendo Entertainment System offering 
(though its predecessor got a step-by-step guide in 
Counselor's Corner). 

Super NES, on the other hand, was a different 
story: NBA Jam, Wolfenstein 3D, Super R-Type III, 
Metal Marines and The Flintstones: The Treasure of 
Sierra Madrock all battled for 16-bit glory. Plus, 
there was a special preview of the Super FX Chip- 
powered game that missed the SNES Classic Edition 
boat, Stunt Race FX. On the flip side of some Super 
R-Type ۱۱۱ maps was a poster for Ken Griffey Jr. 
Presents Major League Baseball. 

Features included a peek at the Consumer 
Electronics Show (CES) from Las Vegas, with teases 
of Project Reality on the horizon and a plethora of 
licensed titles to come in the meantime. Elsewhere, 
NP looked into video game colleges and what these 
institutions of higher learning had to offer aspiring 
creators, including Enix Game School, Hudson 
Computer Designers School, the HAL Institute of 
Higher Technology, the Tokyo Communications Art 
Institute and the Tokyo Institute of Computer 
Science, as well as the Canada-based DigiPen 
Applied Computer Graphics School. 

This month's Super Metroid comic recreated 
some of the opening moments of the game it's 
based on, and Samus' 16-bit debut also got a 
preview in Pak Watch, where it was joined by looks 
at Ken Griffey and Donkey Kong '94. In Top 20 land, 
Mortal Kombat, The Legend of Zelda: Link's 
Awakening and Tetris 2 topped the Super NES, 
Game Boy and NES charts, respectively. 


SCRAPPED AT THE LAST MINUTE 


PERFORMANCE RATINGS 
& 7 


Опе of the best parts of leafing back through every past issue of Nintendo Power one by one is when we come 
across print-preserved coverage of cut content! This one is fairly major, timing-wise: The preview of Stunt 
Race FX in NP #58 highlighted each of the available vehicles in the game, including the "3-WD" seen here. 


No big deal, right? Except the 3-WD didn't appear in the final game! It was replaced by the 2-WD instead (a 
motorcycle-like racer that inherited this cut car's "cow on skates" style of handling), and the timing of this 
issue's publication in March and the game's release mere months later confirms it was a very late change! 
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BLAKE J. HARRIS 
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PICK UP A COPY 


It was the David vs. Goliath struggle that 
ultimately played out in our playgrounds 
and living rooms (where all young | 
gamers of the '90s declared allegiance | m 
to one side or the other), but before we 
decided which system to ask Santa Claus 
for, a wild battle for industry control 
played out behind the scenes. Read 
Blake's account of the Sega vs. Nintendo 
conflict now, then enjoy Seth Rogen's TV 


SETH ROGEN & 
EVAN GOLDBERG 


NF: When did you first realize that conflict. Loudly, proudly and consis- 


tently; in a way that explicitly turned 
gamers into participants in a seem- 
ingly greater battle; and — true or not 
— made us feel like we were part of 
something special and maybe historic. 


Beyond the ongoing conflict between 
gaming's two former superpowers, a 
lot of other things in gaming culture 
have changed since the '80s and 
'90s. What's one of the biggest sur- 
prises you discovered about how 
things were done back then 
compared to now? 

Like a lot of early-days industry 
stories, part of the charm of going 
behind the scenes at Sega or Nintendo 
(or even Atari, Coleco, Magnavox etc.) 
was that these really were the "Wild 
West" days of the industry. The way 
deals were done, the way projects 
arose and the way alliances were 
made (or broken) was just so much 
more informal. 

For example, take the beloved 
game Ecco the Dolphin. That game 
was basically greenlit over a company 
dinner because game designer Ed 
Annunziata was so passionate about 
giving players the experience of being 
a dolphin. And not only is it amazing 
that games could be greenlit that way 
— with no marketing testing; no focus 
groups — but I love that passion was 
50 key to what drove the decisions of 
publishers in that era. 

My book came out in 2014, and I 
remember that sometimes when 
giving interviews I would note how 
"risky" or "weird" games like Ecco the 
Dolphin or ToeJam & Earl wouldn't be 
made today; but, interestingly enough 
— and very fortunately, in my opinion 
— a lot has changed in the five years 
since my book came out. | mean, look 
no further than ToeJam & Earl itself. In 
2015, the game's creator (Greg 
Johnson) was able to raise over 
$500,000 to fund a sequel via crowd- 
funding. How awesome is that? 


If you could gain full access to the 
story behind the development of any 
Nintendo game, which one would you 
dig into? 

The Legend of Zelda. 


Finally, if you could have any super- 
power, what would it be and why? 

I was tempted to answer: "the ability 
to make people be honest with me." 
But then I realized that the fun of my 
job is often trying to figure out why 
people are lying to me (and/or them- 
selves). So instead, l'Il go with: "the 
ability to turn any food into grilled 


cheese." wt 
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hardware makers in each successive 
console generation), Sega proved that 
the console market could support 
more than one player. 


Console Wars was a huge hit. In fact, 
actor and producer Seth Rogen loves 
it so much that he wants to turn it 
into a TV show! Out of all the heated 
conflicts in gaming, why do you think 
the Nintendo vs. Sega culture clash 
resonates so deeply with so many 
people? 

This is a great question, and one I've 
thought about almost continuously for 
several years now. And I think a big, 
big part of it — thankfully (and 
probably quite obviously) — is because 
of the games. Between Super Mario 
Bros., The Legend of Zelda and 
anything else Miyamoto had a hand in 
during this era; Sega's attempt at 
Mario (Sonic the Hedgehog) and their 
library of great sports games; and 
incredible ever-replayable platformers 
like Contra, Mega Man and more; this 
really was a golden, golden age of 
gaming. 

Initially, | had assumed that | felt so 
fondly about the games from this era 
because, you know, it was "my" era. 
And I'm sure that, 10 some degree, 
nostalgia is part of it. But one thing | 
noticed over the past few years — par- 
ticularly when speaking to high school 
or college-aged kids — is that they too 
feel nostalgic about this era of 
gaming. Which is weird (since they 
weren't even born when it was hap- 
pening!) but also amazing; to think 
that games from 20+ years ago are 
actually appealing to today’s young 
people. | mean, compare how they feel 
about "905 games to how they feel 
about "905 movies or 90s music. It's 
no contest! 

Beyond the games themselves, | 
think another big reason the Sega/ 
Nintendo conflict remains so appeal- 
ing is — like most things in life — a 
matter of timing. In particular, the fact 
that this console war happened just 
before personal computers started to 
become commonplace and the 
Internet upended almost every aspect 
of our lives. As a result, a lot of things 
from the late "805 and early 90s 
(certainly not just games) now feel like 
cultural touchstones from a more 
innocent time. 

And the other big thing — let’s not 
forget — is that Sega leaned into the 


adaptation when it debuts! 


when | woke up un-excited about 
diving down the 16-bit rabbit hole. And 
while there were many reasons | felt 
that way, the most significant was 
probably that for 90-plus-percent of 
the people | was interviewing, this era 
— this battle between Sonic and Mario 
— it was the highlight of their career. 
So their joy in talking about their 
experiences was contagious; and 
made me feel even more honored that 
| got to be the one to tell their stories. 

As for the difficulties? There were 
several. Learning how to interview 
people! Figuring out how to track 
people down! Struggling to weave 
together so much information and so 
many anecdotes into a cohesive and 
accessible story! But the most frus- 
trating — at least until | started to find 
some success — was how hard it was 
to get former (or current) Nintendo 
employees to speak with me. | can't 
say | was surprised by this (given 
Nintendo’s reputation for being such a 
tight-lipped company), but as 
someone trying to write a balanced 
story, that was probably the largest 
everyday struggle. And even though, 
in the end, Console Wars certainly 
focuses way more on Sega than 
Nintendo, I’m really happy that | was 
eventually able to get in as much 
Nintendo stuff as | did (particularly in 
the second half of the book). 


The rivalry between the two compa- 
nies did a lot to shape game enthusi- 
ast culture as we know it today. What 
aspects of their very public feud do 
you feel had the strongest lasting 
influence on gaming and its place in 
our lives? 
In so many ways! Many of which I'd 
credit to Sega; not because they had 
better games than Nintendo (that, of 
course, is a debate for the ages) but 
because Sega — as a very explicit part 
of their marketing strategy to try and 
topple Nintendo's monopoly — sought 
to tap into, and shape, the identities of 
a new generation of gamers. And in 
doing so, particularly with their iconic 
"Welcome to the Next Level" market- 
ing campaign, Sega was able to 
elevate video games from childish 
playthings (often purchased at toy 
Stores) to a more mainstream — and, 
dare I say, "cool" — form of entertain- 
ment for people of all ages. 

Also, quite significantly (given that 
we've since had two or three viable 


video games were not just a land of 
fun and creativity, but also a battle- 
field where multi-million dollar cor- 
porate brands fight for the love of an 
audience of millions? 

BLAKE: Surprisingly late! 

I mean, growing up and into my 
twenties | obviously realized that 
video games were a big deal (and 
seemingly becoming more so each 
year), but it wasn’t really until 2010 
that | started to really think about the 
nuances of the industry. What 
happened was that my younger 
brother got me a Sega Genesis for my 
birthday (in honor of it being one of 
our favorite consoles from childhood) 
and the combination of playing way 
too much NHL ۲94 and — as an adult — 
loving to read non-fiction business 
stories got me thinking about the com- 
panies and people behind the scenes 
of the video game industry. 

In fact, before ever even thinking 
about writing Console Wars, | honestly 
just wanted to read a book like 
Console Wars. Which led me to Barnes 
& Noble and to the shock that — 
despite stocking hundreds of books 
about the film industry, and the music 
industry — they didn’t have a single 
book in the store about the video 
game industry. 

Books like that do exist, of course 
(and soon after my failed trip to B&N | 
found and fell in love with classics like 
David Sheff's Game Over and Steven 
Kent’s The Ultimate History of Video 
Games) but that was a real holy-cow 
experience for me; learning that there 
were so many great behind-the-scenes 
stories about this amazing industry 
and that — for whatever reason — 
there were so few books out there (let 
alone readily available!). 


Between all the research, fact 
checking and face-to-face interviews, 
what were the most fun and most 
difficult parts of writing Console 
Wars? 

All in all, writing Console Wars took 
me about three years. And for the first 
two of those years I still had my day 
job (the commodities job mentioned 
on the previous page), so on a purely 
personal note, the most fun part was 
finally getting to quit the job that I'd 
had for eight years and go do what I 
love! 

In terms of the actual reporting, 
there were so many highlights. In fact, 
the thing | found most fulfilling about 
the experience was that — unlike every 
other writing project I'd done before 
(mostly screenwriting) — with Console 
Wars, there literally was not a day 
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both Toadette and Nabbit are chosen 
together. Now, for the most part, 
that's fine. When I played with my 
family it actually worked out pretty 
well, as | and my oldest son took 
command of the "normal" characters, 
my wife got Toadette (and Peachette, 
by extension) and our 4-year-old got 
to be Nabbit and enjoy not having to 
worry about any enemies. 

But let me tell you, it's chaotic. New 
Super Mario Bros. U (and New Super 
Mario Bros. Wii before it) was already 
kind of a mess in multiplayer when 
four heroes of equivalent ability all 
crowded into the adventure together, 
but now things are even more insane 
since you're constantly coming across 
Super Crown items that only the 
Toadette player can collect and Nabbit 
can't help out in any situations that 
call for fireballs from a Fire Flower, 
gliding from a Super Acorn-activated 
Flying Squirrel Suit and more. Why 
Nintendo wouldn't simply include the 
option to play the old way is beyond 
me, but | suppose they just really 
wanted to push players toward 
Peachette, as she's the one thing in 
this package that's truly new. 

New to me, at least, was the New 
Super Luigi U content. It was first sold 
as DLC for New Super Mario Bros. U 
years ago, then got its own standalone 
retail release in a great green case to 
celebrate The Year of Luigi. (2013.) But 
I never played it personally back then, 
50 it's been nice to get caught up now. 

The New Super Luigi U stages all 
remix the levels from the original 
NSMBU and crank up the difficulty — 
you're given only 100 seconds on the 
timer to clear each stage, too, which 
makes things truly challenging in a 
few of the dozens of levels on offer 
here. As "cranking up the difficulty" is 
at odds with recent Nintendo ports 
making things easier, though, you can 
also choose to be Toadette/Peachette 
in this mode as well, which mitigates 
things quite a bit. 
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The Power of Peachette 
NEW SUPER MARIO BROS.U DELUXE 


Peachette form for very long once 
they gain її... because of their lack of 
skill level. 

So maybe Peachette isn't meant to 
be a Poochy Pup or Funky Kong kind 
of character? Maybe she's just here for 
returning fans who never had trouble 
before to have something new to play 
around with? Well, no, because the 
character select specifically labels her 
as an "Easier" character choice, clearly 
encouraging newbies to choose her 
over Mario, Luigi or one of the Toads. 

Yes, Toads! Plural. Blue Toad didn't 
get cut after all, as simply pressing L 
on the select screen swaps Yellow 
Toad to Blue, so Bucken-Berry fans 
can rest easy. And yet, that introduces 
another issue — though this is billed as 
the Deluxe version of New Super Mario 
Bros. U, there's actually no way in this 
port to get a four-player session up 
and running with Mario, Luigi and both 
Toads. You can have Yellow or Blue, 
but not both together. And that means 
one of the four players will always 
have to choose Toadette, the "Easier" 
character, or else opt for the "Easiest" 
final possibility: Nabbit. 

Nabbit is easy in a different way 
than Toadette — he takes no damage 
from foes (just getting knocked back a 
bit by some of them). He can dash 
straight through hazards that would 
cause all the other characters to lose a 
power-up or lose a life, but his trade- 
off is that he can't use most power-ups 
himself, or ride Yoshis. He's always just 
Nabbit. 

So, all of that taken together, there 
is always going to be some kind of 
inconsistency in gameplay advantage 
in four-player sessions. One player will 
always be more powerful. Or two, if 


her existence throwing over three 
decades of Mario series lore out of 
whack.) No, she's odd in that she's not 
always available. You first have to 
select new playable hero Toadette 
from the start-up menu, then find and 
collect the new Super Crown item in a 
stage. Doing so causes Toadette to 
transform into Peachette, and in that 
faux-Princess Peach form she can float 
across the screen to skip huge swaths 
of platforming below, she can trigger 
an extra vertical boost in mid-air at 
any time and she gets one more bonus 
boost if she ever happens to tumble 
into a pit at the bottom of the screen. 
All of this is wonderfully helpful for 
players who might need that kind of 
extra assistance to get through this 
quest... but, if Peachette takes a hit 
from an enemy at any point, she zaps 
back to Toadette form and loses all 
those advantages. It's odd and uneven 
— those players who'd most need the 
help of Peachette's extra jump power 
because of their lack of skill level most 
likely won't be able to maintain the 
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AT THIS POINT, it's become a trend. 
When Nintendo re-released Yoshi's 
Woolly World on the 3DS, they added 
in the Poochy Pups — new helpers who 
sniffed out secrets and lessened the 
challenge of a game that was already 
pretty breezy in its first edition. When 
Donkey Kong Country: Tropical Freeze 
got its encore appearance on the 
Switch, Funky Kong was added as a 
new playable character — and he 
made that adventure easier too, 
thanks to his extra health points and 
his super-powered surfboard that let 
players hover in air nearly indefinitely 


and thus negated a lot of the platform- 


ing challenge. Now, Nintendo's once 
again added a new character in a port 
of a past title with the aim of making 
the game easier for newcomers: the 
lovely face who launched a thousand 
memes across the Internet, Peachette. 
Of this growing group of happy 

helper characters, though, Peachette 
is the oddest. (And not just because of 
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this has served as their first multi- 
player Mario platformer, and | can 
move them on to more complicated 
things after this. (Maybe Super Mario 
3D World next? Or I could just wait a 
few more months, because that one 
will surely get a Deluxe release on 
Switch soon with some new playable 
"Easy Mode" character itself, don't you 
think?) 

As for Peachette? I wonder if she'll 
be a one-and-done, or if Nintendo will 
tap her as a Toadette transformation 
in the future too. If she ever does 
come back, | hope she's balanced 
better — because again, it doesn't 
make sense for the character who's 
meant to make the game easier to 
also disappear in a poof when any 
player controlling her touches an 
enemy. If you're going to give us 
Peachette, Nintendo, then give 
us Super Peachette! Or, you 
know, let the actual Princess 
Peach out of the castle 
again so she can show 
little miss Toadette 
how it's really done! 

— LUCAS 


Wanting to make sure I gave myself 
the full experience, I tried out each 
different character here. Luigi, for a 
baseline and to get a feel for what 
these tougher levels were designed to 
be like at first. Nabbit, who actually 
was already a part of NSLU years ago, 
and dashing through foes is enjoyable 
if you just want to get through to the 
end of the game and don't care about 
proving yourself along the way. And 
hen Toadette/Peachette, of course, so 
could see the clash between old 
evels built for challenge and this new 
transforming Toad girl made to make 
hings easier. | guess it balances out? 
Picking Nabbit or Toadette in NSLU 
also doubles the time on the clock up 
to 200, too, so that becomes a non- 
actor with either of them in play. 

All playable character concerns 
aside, both New Super Mario Bros. U 
and New Super Luigi U are fun, happy- 
go-lucky Mushroom Kingdom romps. 
In an earlier NF issue I said that the 
core New Super Mario gameplay is 
"Nintendo gaming at its most vanilla," 
and I think I'll stick by that now. This is 
foundational, basic, by-the-book stuff 
from the Big N. Nothing too outra- 
geous. Nothing too surprising. 

But as long as you're not expecting 
to be totally shocked and wowed and 
just want core sidescrolling Mario hop- 
and-bop action, there's nothing wrong 
with it being a mostly plain affair. This 
is one of those games that you play 
and get under your belt, then move on 
to wilder, more unpredictable adven- 
tures afterward. It's lining up well for 
my two oldest sons in that regard, as 


009... Ate a weird mushroom 
and ended up all round... 
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A Fantastic Voyage 


all helps make the 3DS version excel- 
lent for both series veterans and new- 
comers. 

No changes aside from those 
quality-of-life improvements and the 
graphics hit the main story, but a sig- 
nificant new mode has been added, 
similar to The Search for Bowser mode 
in the Superstar Saga remake on 3DS. 
Here it's called Bowser Jr.'s Journey, 
and follows Bowser's son as he 
bumbles around trying to make his 
papa proud. 

The gameplay in the Bowser Jr. 
mode is very hands-off. Like the 
similar mode in the last Mario & Luigi 
remake, it's an inactive, idle game 
where you accumulate hordes of 
enemies from Bowser's legions to fight 
against other hordes of enemies. You 
build up your team from Goombas, 
Koopa Troopas, Boos and more, as 
well as all the Koopalings. Characters 
level up and you can mess with forma- 
tions and upgrades, but ultimately, the 
actual moment-to-moment gameplay 
is a little boring. It's fantastic to toy 
with as you watch TV or something, 
but it pales in comparison to the 
active RPG action of the main game. 

Where Bowser Jr.'s Journey sings is 
in its writing. The Mario & Luigi games 
have always been a showcase for 
Nintendo's Treehouse and the deliri- 
ous and ridiculous stream that emits 
from Bowser Jr. and the Koopalings in 
this mode are a tour de force. Bowser 
Jr. is essentially a hyperactive kid and 
the Koopalings, each with their own 
ticks and personalities, try to keep 
him from ruining everything. Whether 
it's Ludwig's leader determination or 
Morton's tendency to just shout, every 
Koopaling feels distinct and everything 
is amusing. 

The 3DS version of Bowser's Inside 
Story might not be fully necessary — 
the original is still 10096 playable — 
but it's the definitive version of the 
game. The tiny usability tweaks to the 
main game are fantastic and while 
Bowser Jr.'s Journey is slow, the 
writing makes it worth checking out if 
you want to dive back into this classic 
Mario & Luigi tale. - NEAL 


NINTENDO 
ALPHADREAM E 


THE GAMING WORLD was different 
when Mario & Luigi: Bowser's Inside 
Story first arrived on the DS in 2009. 
The Nintendo DS and Wii were on top 
of the world. The modern renaissance 
of mobile phone games was only just 
beginning. Mario RPGs were still split 
between Paper Mario and Mario & 
Luigi. In the intervening decade, the 
Paper Mario series has eroded to 
become an adventure game hybrid of 
a franchise while the Mario & Luigi 
brand has been stuck in a charming 
yet repetitive cycle. 

To further that cycle, developer 
AlphaDream has gone back to the 
well, remaking the first game in the 
series, Superstar Saga, in 2017 before 
doing the same for Bowser's Inside 
Story. (Apparently the second game, 
Partners in Time, is chopped liver.) For 
my money, Bowser's Inside Story was 
the strongest entry in the series and 
after replaying the game on 3DS, it's 
still as enthralling and fun as ever, but 
now with the added insight of an extra 
decade of game development, this 
classic RPG has more refinement as 
well as an additional mode. 

Before we touch on that mode, 
Bowser Jr.'s Journey, let's talk about 
Bowser's Inside Story's core tale. The 
setup is that Fawful, the spectacularly 
written and amazing villain from 
Superstar Saga, comes out as the big 
bad ready to disrupt the kingdom. He 
tricks Bowser into sucking up Mario, 
Luigi and a whole slew of other 
Mushroom Kingdom denizens, intro- 
ducing early the primary mechanic on 
display. Bowser roams the isometric 
3D world on the top screen while 
Mario and Luigi patrol the sidescroll- 
ing streets of Bowser's body below. 
Switching between the Bros. and 
Bowser makes for a varied experience, 
as Mario and Luigi control like they 
have in past entries while Bowser has 
enough differences to feel fresh. 

Playing through this game 
reminded me how much I adored the 
original, but | appreciated the small 
usability tweaks in the 3DS remake. 
You can fast-forward cutscenes to 
quicken the pace, and if you have no 
desire to sit through lengthy tutorials, 
you can just tell your star-shaped 
companion "no" and play the game 
without laborious explanations. This 
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own. Brian Buster Jr. is a tired warrior 
who, after seeking his revenge, just 
wants to rest in peace with his coffee 
and donuts. Smoking King's a highly 
competitive gamer who prides himself 
on his unhealthy habits. Eight Hearts 
is a loyal friend who would sacrifice 
everything in order to save the person 
he cares for most. 

Lastly, there's Dr. Juvenile, and 
she's more than just a boss — Travis 
may be the main character of the 
game, but she's the one who created 
it. Between fights, you can learn a lot 
about her, mostly through business 
faxes and trips around the world. 
These jaunts happen in the game's 
visual novel mode, which uses primi- 
tive green-and-black graphics and a 
charming chiptune soundtrack to 
explain how Travis ended up getting 
| these VR games in the first place. 

This backstory is about an hour 
long and it features some of the 
game's biggest surprises, like an 
appearance from Epona, the famous 
pony. There is also an unlockable 
Majora's Mask T-shirt that gives Travis 
and Badman the ability to do Link's 
sword spin. Those are just two of 
many references and crossovers here. 
There are also connections to Killer7, 
Let It Die, The Terminator, Mappy, 
Hotline Miami, The Silver Case, Killer is 
Dead, Dracula, Max Headroom and 
even John Williams' Superman theme. 
It's an intensely dreamy sample-filled 
psychedelic mixed-media smorgas- 
bord. 

In the end, Travis Strikes Again is 
an uneven game. Parts of it feel unfin- 
ished. It can get monotonous. The dif- 
ficulty could use some rebalancing 
too. That's all beside the point, though 
— Suda51 games exist so that we can 
play something that only Suda51 could 
make, and in doing so, see who he is 
from the inside out. By that measure, 
this is his most successful game in 
years. Now, bring on the DLC! 

— JONATHAN 


2 


MARCH/APRIL 2019 69 


In the Mind of Suda51 


that offer up secret codes to access 
even more bonuses. These spices add 
flavor to a larger-than-life adventure 
that takes Travis and his grumpy 
partner Badman into a series of 
virtual reality games on a quest to res- 
urrect his dearly departed daughter. 

That may sound upbeat, but the 
game can get pretty deep, sometimes 
to the point of being uncomfortable. 
Despite being smaller in scope than 
his typical games, Suda wrote a lot of 
text for Travis Strikes Again, amount- 
ing to his most personal game since 
the first No More Heroes. It's emotion- 
ally honest to a fault, and not always 
in ways that are flattering to games or 
gamers. Travis is well into his 30's 
now, yet he still lives alone, spending 
most of his time gaming and hanging 
out with his cat. At one point it's sug- 
gested that he may have a wife and 
child, but they are nowhere to be 
seen. His prior work as an assassin no 
longer interests him either. Before 
Badman came crashing into his life, he 
was lost at sea. 

We get to see Travis' character 
develop through his interactions with 
the bosses, each of whom seem to 
represent a different aspect of his 
psyche. Electro Triple Star is a famous 
game hero that Travis idolized as a 
kid. Doppelganger is a psychopathic 
serial killer who has no identity of his 


90% interpreting the last bit of in- 
game dialogue that I'd most recently 
digested. With Suda, the gameplay is 
just the glue to hold together the 
larger narrative, giving you time to 
process what you just learned as you 
cut down wave after wave of surreal, 
relentless goons. 
That's not to say the combat is 
brainless. Thanks to Travis' new Power 
Glove side weapon, there are plenty of 
options to consider when running into 
battle. Depending on what chips you 
have equipped, the glove can pull off a 
Jedi-style force push, generate bombs 
out of thin air, turn you invisible or do 
all three at once. There are over 25 
chips in all, and you'll need to do some 
digging if you want a complete set. 
Backtracking to find more chips, 
chowing down at hidden ramen 
stands, picking up coins to use in the 
T-shirt shop (featuring over 55 indie 
game shirts in all) or cuddling your 
missing cat may take your play time 
past the 12-hour mark. There are also 
video game magazines on Travis' shelf 


DO YOU LIKE games by Suda51? The 
fastest way to answer that question is 
to ask a different one: What do you 
like thinking about while you're 
playing a game? Do you love to ponder 
about how real the simulated world 
feels, or how clever the systems and 
mechanics are? If so, then Suda may 
not be for you. At best, his games will 
instead have you asking questions like 
"Why is this happening?" and "What 
does this all mean?" in ways that fee 
intense and magical. 

Travis Strikes Again is no exception. 
About 2596 of the game is spent doing 
unexpected things like drag racing or 
rearranging suburban neighborhoods. 
The other 7596 is made up of hack- 
and-slash action in the vein of Hyrule 
Warriors and other horde-based co-op 
beat-'em-ups. During these relatively 
repetitive combat segments, | spent 
about 1096 of my brain power concen- 
trating on the fight, and the other 


GRASSHOPPER MANUFACTURE 


pleasure. Where else can a goof like 
Captain Boomerang defeat Batman? 

The city that serves as the hub world 
is enormous. Each of the DC Universe's 
main locales is here, all smartly con- 
nected through a system of tunnels and 
highways with barely any loading times 
between them. The detail that was put 
into this section of the game is an 
accomplishment by itself, not even 
mentioning the quality of the stages 
you eventually conquer. This is certainly 
the most graphically impressive of the 
LEGO games so far. Gameplay is as 
spot-on as it's always been, with a few 
missteps here and there. Controlling 
vehicles requires a very light touch as 
oversteering is a pervasive issue. 
Super-speed characters are fun to use, 
but are difficult to control in tight 
spaces. The split-screen is a serious hin- 
drance during boss battles with larger 
foes, as trying to ascertain where you 
are gets problematic during the more 
hectic fights. Sometimes the purpose of 
a rebuilt contraption isn't evident due 
to its awkward design, which can inhibit 
progress until it is figured out. 

While these issues do pop up, they 
didn't stop Joseph and I from having 
loads of fun, and now we're waiting to 
see what the DLC will bring! - THOR 


It's Good to Be Bad 


here, from Jedi Master Mark Hamill as 
the Joker, Tara Strong as both Harley 
Quinn and Raven and Kevin Conroy as 
Batman. The writing is top-notch and 
serves these veterans well throughout 
the proceedings. 

For those of you who read DC, you 
may find the storyline of this game 
quite familiar: The Justice League has 
mysteriously disappeared and "heroic" 
doppelgangers, the Justice Syndicate, 
swoop in to take their place. But, is 
everything as it seems? The Joker and 
Harley Quinn don't think so, so off they 
go to warn their fellow evildoers and 
try to discover the secret of the Justice 
Syndicate. LEGO DC Super-Villains 
borrows liberally from the "Forever 
Evil" and "Darkseid War" crossover 
events to tell its story, all the while 
injecting it with the famed silliness of 
past LEGO installments. The main hook 
here is that the story is told from the 
bad guys’ perspective, and | have to say 
that being able to beat up the good 
guys for once was kind of a guilty 


THE LEGO SERIES of video games has 
a special place in my family's history. 
When my two oldest children were 
younger, we would all play the LEGO 
Star Wars games on the GameCube 
together. My youngest, Joseph, is now 
at that age where we can play together 
and have fun, so we tackled the newest 
in LEGO's video empire, LEGO DC Super- 
Villains, and we had quite the fun time 
doing it. If you've ever played any of the 
multitude of LEGO video games before, 
expect more of the same at its core: 
explore levels as one of over 100 mini- 
fig-styled characters as you collect 
"studs" (the currency of LEGO Land), 
destroy the environment and use the 
debris to build even fancier objects to 
help in your quest and find all the 
hidden goodies. That, however, is only 
the beginning: There is a TON to do 
here. 

One of the first things you'll do is 
design your own player character, and 
the available options for creating him/ 
her are rather astonishing in their 
number. Joseph and ۱ settled on "The 
Groovy Moustache," a bald guy with 
triangle sunglasses, а '70s biker mous- 
tache and a pickaxe. If you don't like 
your initial design you have the option 
of redesigning them. After that, you're 
whisked away into a story that stars the 
baddest of DC Comics' baddies with 
you, the "Rookie," in tow. 

Speaking of those baddies, | need to 
mention the voice acting here: it's out- 
standing! Some of the most iconic 
voices in DC's animated history are 
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ASK THE 
FORCE 


WHO ARE YOUR 
FAVORITE RIVALS IN 
GAMING, AND WHY? 
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JONATHAN 
Ness vs. Pokey (A.K.A. 
Porky) from EarthBound. 
While Ness represents 
everything great about the 
American Dream, Pokey 
represents all the ways 
that dream can become a 
nightmare. It's 25 years 
later and their rivalry is 
more relevant than ever! 


i 
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DAVID 
| was going to say "Mega 
Man and Bass," but that's 
comparatively small time 
compared to the rivalry 
that spawned it: Dr. Light 
and Dr. Wily. Over the 
course of more than 37 
games spanning five 
series, it absolutely 
changed the world and the 
human race. 
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BRETT 
Has to be Link and Zelda 
vs. Ganondorf for me. All 
hopelessly intertwined 
and doomed to rehash 
their rivalry era after era 
at Hyrule's expense. 


0 


REBECCA 
All of the Pokémon games 
have their epic rivalries, 
but my favorite was 
between your trainer, 
Bianca and Cheren in 
Pokémon Black/White. 


MATTHEW ۰ 
It's gotta be that court- 
room clash of blue and 
red, Phoenix Wright and 
Miles Edgeworth! They're 
two lawyers in a constant 
battle to discover the 
truth, both using their own 
opposing methods. 
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usually won't have too far to go in 
order to get back to whatever vexed 
you. 

In addition, it must be said that the 
controls feel tighter and more respon- 
sive than any I've known from my 
previous experiences with the series 
(though I'll readily admit that | have 
yet to get around to Monster World IV, 
the last in the series until now and 
touted by many as an excellent title). 

Visually, the game feels like a 
cartoon come to life with a style that 
both makes Monster Boy feel right at 
home with its Wonder Boy and 
Monster World predecessors, yet 
refined for a modern era and distinct 
in its own right. 

To that end, a gorgeous animated 
opening kicks off the entire thing, 
complete with a theme song that feels 
reminiscent of a Sunday morning 
cartoon. (Rather than the normal, 
mainstream fare of Saturday mornings 
— where | grew up, what was consid- 
ered the "weird" stuff like Dragon Ball 
and the original JoJo’s Bizarre 
Adventure ran on Sundays. This would 
fit right in). See if you don’t have that 
theme song (or other parts of the 
game’s soundtrack, for that matter) in 
your head for days. 

In a way, the game actually reminds 
me a fair bit of some of Shantae's 
outings, especially with the cartoon 
style and form-changing exploration 
mechanics. Perhaps with any luck, we 
might see a crossover between the 
two someday — that would be a choco- 
late and peanut butter combination in 
the making. 

Fans of Wonder Boy/Monster World 
have had to wait 24 years for the 
series to continue. Fortunately, 
Monster Boy and the Cursed Kingdom 
appears to have been well worth the 
wait. — DAVID 
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Return to the Monster World 


by discovering them deep within 
dungeons and caves or by trading rare 
stones to the local smithy. By the end 
of the game, you're a veritable walking 
zoo de force. 

That said, don't get any ideas that 
this game is a cakewalk. Some 
portions are rather obtuse in how you 
approach them, and others can be just 
plain hard. The developers themselves 
encourage "thinking outside the box" 
and ask you to "please trick the 6 
as much as possible." It rarely if ever 
gets to the point where the game feels 
cheap or unfair, but nevertheless, it 
still had times when it just managed to 
get right under my skin in just such a 
way that | needed to put the controller 
down for a moment. Fortunately, 
checkpoints are plentiful, and you 


Switch between at any time: Pig, Frog, 
Snake, Lion and Dragon, each with 
their own powers and abilities. For 
instance, the Pig is the only one who 
can sniff out hidden switches and 
magic-imbuing truffles, while the 
Snake is capable of crawling along the 
moss that lines many a wall and 
ceiling. The Frog form will take you on 
a wilder ride than Mr. Toad as you 
swing from designated fixtures (with 
your tongue), while the Lion is capable 
of dashing through blocks and, finally, 
the mighty Dragon can turn up the 
heat from above, thanks to a combina- 
tion of flight and fire breath. 

As you gain each one, more of the 
world opens up to you, Metroidvania- 
style, and each form has its own new 
upgrades to acquire as well, whether 


TO TELL THE tale of how Monster 
Boy and the Cursed Kingdom evolved 
out of Wonder Boy (progenitor to 
Hudson's Adventure Island) and 
Monster World after a 24-year absence 
would take up entirely too much room 
here. Suffice it to say, this is the real 
deal. 

Monster Boy feels very much like 
the more refined later iterations in the 
series before it, and perhaps even 
more so still. As a boy named Jin, it's 
up to you to try to put a stop to your 
uncle's mischief as he goes about the 
Monster World kingdom, turning 
everyone he comes across into an 
animal — including you, who become a 
humble pig. 

Over the course of the adventure, 
you'll gain new animal forms you can 


The main attraction of this collec- 
tion (other than the games, of course) 
is the Museum. A lot of effort and care 
has been put into assembling this set, 
and it shows. 0f particular interest is 
the Timeline section that lists every 
game SNK made from 1978 to 1990 
(many of which are not included in the 
collection, unfortunately). Each entry 
includes rare photographs, advertise- 
ments, screenshots and explanations 
for each of the items shown. A Bonus 
Features section then delves even 
deeper into SNK's history both in 
Japan and here in the States by 
further highlighting various advertise- 
ments, concept art, a variety of arcade 
guide books and a peek at an unre- 
leased SNK puzzle arcade game called 
"Tangram Q." The final section of the 
museum is dedicated to soundtracks. 
This is a high quality collection and | 
can truly appreciate the work put into 
making this as thorough as possible! 

Overall, this is a great, well-curated 
collection and a wonderful way to 
mark the milestone of SNK turning 40 
years old! - THOR 


* Psycho Soldier — Another game to 
feature Athena, although this time she 
is the original's descendent. This was 
the first game to feature a soundtrack 
with vocals. 

* Vanguard — One of the first 
games to feature a "continue" option, I 
loved this four-directional shooter 
back in the day and still love it now. 

۰ Ozma Wars - A very early Space 
Invaders-type shooting game with 
sound effects that made it sound like 
an early '80s arcade all by itself. It was 
also one of the first games to feature a 
type of life bar and have distinct 
levels. 

One thing you may notice is that 
many of the games in this collection 
are a bit onthe... difficult side. Make 
no mistake, these were designed to be 
quarter munchers and that's exactly 
what they are. This brings me to one 
of the neatest features of this collec- 
tion: Most of the games here have a 
video playthrough included that takes 
you from start to finish, showing you 
how to successfully play the selected 
game. Not only that, but while the 
video is being played, you can pause it 
and choose to start playing from the 
point at which the video is paused! 
This completely blew my mind and is 
something | would love to see imple- 
mented more in future retro collec- 
tions. It’s fantastic. 
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The Future is Now 


game will be a winner, and this collec- 
tion's no different. Some of these are 
definitely relics of a past generation 
that just makes them not very enjoy- 
able today. However, there are many 
bright spots to be found. Some of this 
collection's highlights are: 

* Athena — Athena was one of the 
many older SNK characters to make 
their way into the King of Fighters 
series, but here she was a simple 
goddess stuck in a surprisingly diffi- 
cult platformer. The included NES 
version is slightly easier, but not by 
much. 

e Ikari Warriors І, Il and III — A trio 
of twin stick shooters/beat-'em-ups 
starring Colonel Ralf and Second 
Lieutenant Clark, this series was one 
of SNK's first big success stories in the 
States. The NES versions added some 
extra material to each of the proceed- 
ings, and Ralf and Clark also found 
their way into King of Fighters. 

* Prehistoric Isle — My surprise 
favorite of the collection, this unique 
shooter features dinosaurs that will 
grab your biplane out of the air and 
eat it if you get too close. 


PM A SUCKER for retro game collec- 
tions, especially those containing titles 
that had a hand in defining my gaming 
upbringing. The SNK 40th Anniversary 
Collection is one of those collections, 
and it’s an exceptional package that 
really goes the distance in extras and 
features — which is a good thing, 
because some of the included games 
are not up to modern snuff. 

SNK 40th Anniversary Collection 
contained 21 games to begin with, but 
shortly after its release an additional 
11 games were made available to 
download (for free!) bringing the total 
up to 32. Several of the included 
arcade games have their NES little 
brothers along for the ride, and it’s 
pretty neat to see the changes and 
choices that were made in order to get 
them to work on that hardware. (It’s a 
shame the Atari 2600 version of 
Vanguard wasn’t included, because 
that iteration was a blast to play way 
back when!) One simple fact about col- 
lections like this is that not every 
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One Massive Collection 


THE ORIGINAL Sega Genesis Classics came out in volumes and 
has been growing on Steam since 2010, and this version gathers 
those volumes into one set (with some omissions — most notably 
the Ecco the Dolphin series). There are always games that people 
want or don't want in a compilation, but fans should be happy 
with the 51 offerings on display here. It appeared earlier on com- 
petitive consoles, but it's always better on Switch due to mobility. 

The games represent a great historic swath from the Genesis 
era. The best part about the whole game is the menu. Set in a 
'905-ега kid's bedroom complete with posters, a rad Sonic rug 
and a CRT, this interface really sets the stage for the experience. 
The emulator here is top-notch and intuitive to use. All games can 
be saved and loaded, but can also be rewound during gameplay to 
prevent mistakes. It’s no-consequence gameplay from an era 
when a lot of games punished your failures and wasted your time. 
The rewind feature even has a VHS-style scrub to it and had me 
laughing and in awe over the attention to detail. Myriad other 
features can help customize the experience with aspect ratios, 
scanlines, borders and more. 

Online multiplayer has been added to 20 of the titles and really 
makes them shine in modern times. The Streets of Rage trilogy, 
Sonic 2, Columns, Golden Axe and many others bring a new com- 
petitive or cooperative dimension to a lot of childhood memories 
— or new experiences! 

Another great feature is "Extras," where challenges await in 
each title and bonus content can be unlocked. You can test your 
prowess at your favorites or you can relive the games under strin- 
gent and challenging rules. Sometimes the game even sets you up 
with a save file to play from. It's unique and a nice added touch. 

With a retail price of $30 for over 50 titles, this collection is 
such a great value that I'd be hard-pressed not to 
recommend it. If you were a diehard Nintendo- 
only fan back in the 90s, bury the hatchet 
and play Sega's greats today! — BRETT 
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The Latest Re-Pac-aging 


to give you extra lives and change certain 
rules, but this can negate the ability to 
upload to leaderboards or complete chal- 
lenges. Speaking of challenges, every retro 
title has a challenge mode that offers new 
ways to play or heights to attain. 

A neutered version of Pac-Man Vs. is 
also included in the retro menu, but 
requires a second Switch to play properly. 
Nowhere on the packaging or marketing is 
this stated or hinted at. Mercifully it does 
not require both Switches to have a game 
card and simply requires a free download 
from the eShop to interface, but that's an 
unwelcome "surprise" when trying to start 
the game. ۱ was wondering how they were 
going to make it work since ۱ played all of 
my Pac-Man Vs. on the GameCube with the 
Game Boy Advance plugged in. The entire 
game is based on a player having control of 
Pac-Man while the other players — who 
don't know where he is because only the 
Pac player can see the whole board - try to 
eat him. If the players could see the whole 
board in a split-screen scenario it would 
ruin the essential gameplay. It's a great 
party game but feels like a very odd inclu- 
sion in this set. With one Switch three 
players can play against a CPU Pac-Man, 
but it's just not the same. In fact, it's lame. 

The other offerings are Pac-Man 
Championship Edition 2 and its two-player 
version that adds "Plus 2P" to the title. This 
is a fantastic game with high-speed pac- 
antics, challenges, leaderboards and more, 
but isn't exclusive to this compilation as 
you can download it in the eShop by itself 
for $19.99. The retro titles are not available 
separately, and asking $20 
more for them seems ex- 
orbitant. If you love 
Pac-Man, consider a 
purchase — but I'd 
still wait for a 
price drop. — BRETT 


THERE ARE WAY more Namco game com- 
pilations on the market today than is even 
remotely necessary, but if they sell, then 
there's no need to stop! And, therefore, 
every console will likely get a few. Rarely do 
these compilations offer much outside of 
the usual Pac-Man iterations and other 
arcade favorites, and this latest "Arcade 
Pac" basically follows the same pattern. 

Immediately upon firing up the game 
you're met with a Terms of Service agree- 
ment and a privacy policy that must be 
scrolled through and accepted before any 
play commences. (I hope this doesn't repre- 
sent a new and disturbing trend in the 
industry.) The next choice is an odd one: 
retro or modern? You must select between 
entering a separate menu containing the 
retro titles or the menu housing just the 
Pac-Man Championship Edition titles. I’m 
not sure why they would make this jarring 
partition, but it is what it is. 

The retro menu has Pac-Man, Dig Dug, 
Galaga, Galaga '88, Tower of Druaga, Tank 
Force, Sky Kid, Splatterhouse, Rolling 
Thunder and its sequel. That's 10 titles that 
offer a variety of different gameplay, but 
why couldn't they have included several 
more? Mappy? Rally-X? Pole Position? 
Galaxian? All easily added, but missing. 
Perhaps as a balm for this sleight, each of 
these titles do have an unprecedented 
amount of settings to play around with. You 
can rotate the screen 90 degrees to play in 
TATE mode (see Page 78), then you can 
adjust the horizontal, vertical, aspect ratio, 
zoom, dot size and scanline parameters 
and even change the background. Each 
game has special borders as well. Sound 
also has multiple options, including quality, 
reverb, sound tests and, of course, volume. 
You can even play with game settings to 
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Beat Boxing 


English voiceovers) lack the appropri- 
ate intensity. They also don't react to 
what's happening, even if it's a basic 
"Hey, make sure you're hitting that 
jab!" encouraging callout. It takes you 
out of the moment and betrays the 
rather unique Joy-Con tracking. 

Speaking of the Joy-Con: They're 
the best part. Using the remotes like a 
pair of impressive (and expensive) 
Oculus Touch controllers to simulate 
the use of two hands (you can pair up 
with a friend if you want), | found 
Fitness Boxing to be fairly accurate. I 
want to see the tech used in a more 
expansive project in the future. 

The vocal-less soundtrack is... 
alright. Carly Rae Jepsen has gone on 
to forge her own legacy but is still tied 
to the radio tune "Call Me Maybe," 
presented here in Fitness Boxing. 
There's a few oldies and new songs 
you can probably just assume are in: 
All About That Bass, Funkytown, Bad 
Romance. You know, the usual 
suspects. That kind of 2000s/early 
20105 curation would have worked 
once upon a time, but we're in a post- 
Rock Band era where we know that 
publishers have the ability to secure 
the rights to more recent songs or 
obscure breakouts. 

Can you work out to "Video Killed 
the Radio Star?" Sure you can, but I’ve 
already done it countless times in the 
past. It would have been pretty 
amazing, especially with Nintendo's 
pull as a publisher, to get some video 
game tracks in there. | can imagine my 
blood pumping as | dance to the beat 
of a tense Mario song, especially if 
they kick it up with the "Time's almost 
up!" bit. There's a lot of potential here, 
but it's stuck in the past. 

We all need a bit of favor in the 
lifelong war of fitness, but Fitness 
Boxing isn't helping the fight. With a 
few minor tweaks to the overall 
approach, Fitness Boxing could have 
been a more engaging way to fit some 
exercise in. As it stands, the limita- 
tions aren't so inspirational. — CHRIS 


WE COULD REALLY use more 
fitness games. Not necessarily for any 
health-related reason — sometimes 
they're just good old-fashioned fun 
and happen to sneak onto the scene in 
the form of a rhythm romp. Whether it 
was tearing up my DDR mat at home 
or taking in a new pose in Wii Fit, I've 
always enjoyed them, so there is defi- 
nitely a place for Fitness Boxing in my 
world, especially on the relatively 
fitness-lacking Switch. In theory. 

I can't tell you how many times I’ve 
inputted my height and weight into a 
video game. It's crazy, right? After fil- 
tering through all of those "We aren't 
health professionals!" disclaimers, 
you're generally led through a series 
of workouts (sometimes daily) that are 
supposed to get you to a certain BMI. 
Sometimes it works, sometimes it 
doesn't. Fitness as a whole is one of 
mankind's greatest enigmas: What 
helps spectacularly for one person will 
fall flat in just a few days for someone 
else. If you're expecting that eternal 
struggle to be solved by Fitness 
Boxing, don't. 

Now that's a lot of pressure to put 
on one release, I get it. But Fitness 
Boxing is so limited in scope that it 
doesn't really seek to motivate anyone 
for more than short while. 

I dig the concept. The intro help- 
fully instructs newbie boxers on the 
proper way to throw a fitness punch 
and invites them to use the correct 
stance. While jazz exercising is often 
the butt of many jokes, I’ve seen it 
work in action: Rhythm is important in 
many routines, and can help people in 
myriad ways when it comes to keeping 
time and getting a full, balanced 
workout. Yet after the helpful intro, 
the art of it all is kind of lost in favor 
of a shallow rhythm game. 

Having so much content locked 
from the start after you're forced to 
do another tutorial for daily workouts 
(I wanted to just dive into the setlist) is 
a drag. The whole "locked behind the 
gate" concept was big in the past (and 
in many ways, a fun arcadey way to 
approach things if done right), but 
we're past that: Nearly every rhythm 
game in the modern era just lets you 
roam free from the start. Locking 
workouts is another head-scratcher. 

The pacing is sluggish in general, 
and the instructors (or at least their 
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We are moved to tears by 
the size of this thing. 
This is so incredible! 
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the accomplishments of his far more 
hardworking son? The subtext is so 
thick, pilots chart new flight paths just 
to fly around it! Genius! 

So, plaudits all around! Bravo! 
Bellissimo! End of review, yes? Not so 
fast! All this praise applies as much to 
the original game as it does to 
REROLL, the latter which is otherwise 
quite lax in the "remaster" depart- 
ment. Aside from the expected resolu- 
tion bump and aspect ratio adjust- 
ment, the only other addition is a 
motion control scheme that uses the 
Joy-Con independently. You have to 
orient the Joy-Cons parallel to the 
floor in order to roll your katamari, 
which plays less like the flight stick 
dreams I once envisioned and more 
like a bad, bad time. Oh, and for some 
curious reason, the English dubbing 
for cutscenes was removed entirely. 
Don't ask me why. 

Still, though I lament that more 
wasn't done to make Katamari 
Damacy REROLL a king among remas- 
ters, I struggle to think what actually 
could have been done. An experience 
so sublime doesn't need much in the 
way of fancy trappings to reach a new 
audience, only new opportunities. So 
don't let this opportunity roll by! Let's 
lop up to make a single star in the sky! 
— TONY 
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given time. One minute you're haphaz- 
ardly slamming into larger objects and 
shrinking in size as a result, the next 
minute it all just... snap! 

Though labelled a puzzle game, 
Katamari Damacy is more of a sensory 
experience, stoking the flame in your 
heart even further with a deliciously 
eclectic soundtrack that ranks among 
the greatest in the history of the 
medium. It's certainly possible to fail 
individual missions, but given the 
generous amount of time allowed in 
each, defeat might actually demand 
more effort than victory. Only the 
Make Taurus and Make Ursa Major 
missions — both of which end after 
collecting a single target object — 
approach anything resembling frustra- 
tion, yet even those do nothing to 
"slow your roll," so to speak. 

But lest you think the game is 
merely a wholesome, if somewhat 
nonsensical romp, chew on this 
nugget: What's the primary theme? 
That happiness is a giant mass of 
material goods, and the more you 
collect, the more joy you feel, regard- 
less of the lives impacted in your 
pursuit? Why are you even collecting 
things to begin with? To earn the 
respect of a father who spends the 
bulk of your quest denigrating you? A 
father who lives vicariously through 
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the Stars 


Cosmos, after a night of excessive 
partying, staggers across space and 
absentmindedly destroys every last 
celestial body. Rather than take 
personal responsibility, he instead 
sends his diminutive son, the Prince, 
down to Earth to repopulate the sky 
by substituting wads of terrestrial 
detritus for stars and constellations. 

Thus arrives the Prince, pushing a 
katamari that gets progressively 
larger with each new acquisition. You 
begin the game unable to roll up much 
else except thumbtacks and erasers, 
but by the end you'll be bulldozing 
islands, meteorological phenomena 
and renegade kaiju. And in between is 
a cornucopia of people, animals, 
plants and all manner of Japanese 
ephemera. 

Your primary controls resemble 
those of a remote-controlled car — tilt 
both sticks in tandem to move in that 
direction, tilt them in opposition to 
reorient the Prince's position. It's an 
uncomfortable scheme at the outset — 
simplified controls are available just in 
case — yet proves exceedingly robust 


IT’S TAKEN AN agonizing 14 years for 
a proper Katamari game to grace a 
Nintendo platform. You'd think Bandai 
Namco would have gotten a clue long 
before now, but... oh, I'm sorry! 
There was one teensy concession: a 
Japan-exclusive Pac-Attack reskin for 
DSiWare! Please accept our undying 
gratitude! 

For those yet to step foot inside the 
Church of Katamari, this remaster of 
the 2004 PS2 original is perhaps your 
best chance yet to join the congrega- 
tion. Why do people speak of Katamari 
with such reverence? Why does 
Katamari have a reputation for being 
so unabashedly Japanese? What even 
isa"katamari"!? 

In Japanese, "katamari" means 
"lump" or "mass," while "damacy" 
means "soul" or "spirit." Together, 
you've got "soul of mass," which in 
context refers to a giant sticky ball 
that everything adheres to. As the 
incredulous story goes, the King of All 
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LIFE IN THEWORLD OF LIGHT 


*COLORS WEAVE INTO a spire of flame, distant sparks call to a past still 
unnamed..." Months after we first were blessed by Abby Trott's dulcet tones in 
"Lifelight," still not a day goes by when ۱ don't belt out those infectious lyrics in 
the shower or on an afternoon drive. Just as "Jump Up, Super Star!" punctuated 
Mario's imagination-bending Odyssey, Super Smash Bros. Ultimate's opening 
theme raises the curtain on what may be the most content-rich fighting game 
we'll ever see. The dream match-ups, the musical tributes, the minute touches of 
detail — and at the center of it all, World of Light. 

Along with many of you, I too was understandably wary about this latest 
Adventure Mode, the disappointment of The Subspace Emissary still lingering in 
the ether. Granted, Brawl's fanservice-heavy epic did its best to blend traditional 
Smash gameplay with Kirby-esque platforming. Rather than try to squeeze into 
pants clearly meant for slimmer waistlines, however, World of Light chooses 
instead to accentuate its natural curves via a smorgasbord of battle encounters 
with ever-shifting parameters. So enchanted was ۱ after my first few Spirit 
captures that I raised the difficulty to Hard for a true trial by fire! Over the sub- 
sequent 40+ hours, | experienced such glorious revelations (You can't escape my 
long-range Staff sniping, Spirit of Pauline!) and bitter victories (The deepest 
depths of Tartarus are too good for you, Spirit of Dr. Wily!) that made me feel 
emboldened! Empowered! Another word beginning with "em-"! For World of 
Light to be but a slice of a larger pie means that I'll be enjoying this tasty pastry 
for years to come! - TONY 
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BUT IS IT *U mU THOUGH? 


IN A SENSE, the name "Super Smash Bros. Ultimate" feels like a something of a 
contradiction. One of its biggest selling points is that everyone from all of the 
past installments is here, but while the characters may be here, they may not be 
as you remember them. As an "ultimate" version of Smash Bros., it would have 
been nice if it were possible to choose from previous versions of each character, 
as some other fighting games do. (And that's without getting into the loss of 
moveset customization introduced in the Wii U/Nintendo 3DS generation.) 

Likewise, other things seem to be missing. While there are more stages than 
ever before, unlike the character roster, not every stage has been brought back, 
meaning some have been left on the cutting room floor (looking at you, Poké 
Floats, Melee Mushroom Kingdom and Metal Cavern). Likewise, several fan- 
favorite modes have not been included, such as Target Smash! and Home Run 
Challenge. 

On top of all this, the series' iconic Trophies are out, now replaced by the 
Sticker-like Spirits. While ۱ can understand not wanting to create a 3D model for 
every single Spirit — there are tons — it is disappointing that they have none of 
the trivia or minutiae which accompanied their predecessors, leaving players to 
wonder where many originated. 

All this may sound like I'm down on the game, but in truth? While this may 
not be the ultimate version of Super Smash Bros. in an idealistic sense, it is the 
ultimate version of the game to come thus far, and the most fun ۱ can remember 
having with the series in quite some time. — DAVID 
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GENERALLY MIND-BLOWING 


THIS SMASH TRULY lives up to its name. 

The online has some aspects that need improving (especially now that we're 
paying), but we're a couple of months in and adjustments have been made, so I 
have hope. ۱ absolutely love the feature of accessing the music in sleep mode, 
and generally the game is blowing my mind. 

But then there's Spirits Mode. Spirits is overly convoluted and complicated, 
but once you understand the poorly explained system, the adventure is gener- 
ally well thought out and fun, if not a bit long-winded. | eventually understood 
that it's essentially a much more involved Events Mode, building scenarios for 
characters who aren't playable fighters to be in a Smash game. There are loads 
of characters to challenge, and | wouldn't recommend taking on four-star char- 
acters until later in the game. Some of these matches, even on Easy, can be very 
frustrating without the proper loadout, and it's tough to know what to do early 
on. Even with lots of help, the 18-Volt & 9-Volt and Pauline battles threw me for a 
loop and ۱ basically won on a fluke — while later in the game ۱ was wiping the 
floor with everybody and was rarely challenged even on the Hard setting. One 
major issue — though it was fun to unlock everyone again — was not having 
access to a character I felt comfortable with for a while. I'm a competent player 
with most fighters, but once I had my main I could breathe again. It would have 
been better to let players pick one to start, but Kirby is Sakurai's baby. 

Super Smash Bros. Ultimate is a must-own title with something for everyone. 
Now take a vacation, Sakurai! — BRETT 


OVERSTUFFED AND UNORIGINAL 


SMASH ULTIMATE FEELS like a 20-pound bag of Halloween candy. It's deli- 
Cious, but if you try to eat it all in one sitting, it's going to hurt. That's partly due 
to bloat. For example, it has not one, not two, but six different shops, and if you 
want to see what they all have in stock, you have to enter and exit each one sep- 
arately. It's a needlessly tedious move that represents all the worst parts of the 
game. 

The World of Light campaign is another offender. Other than a few unique 
boss fights and cutscenes, its spacious overworld is packed with recycled battles 
from Classic Mode and the Spirit Board. Compared to Brawl's Subspace 
Emissary, which was filled to the brim with original ideas and fresh energy, 
World of Light can feel downright cynical. 

Maybe Sakurai tried to stuff in as much content as he could in order to make 
good on his "Everyone is Here!" promise, but if that's the case, why did they cut 
the Saki and Advance Wars Assist Trophies? Why didn't they import the standard 
collectible Trophies from Smash 4 to Ultimate? Where's the Vault Mode's selec- 
tion of retro game demos? 

| love the new Smash, but | miss the features that were cut from past games, 
and worse, | occasionally felt like the game was playing me instead of the other 
way around. Have you seen an amiibo that you didn't want, but then you bought 
it anyway out of a compulsive need to complete your collection? Many of Smash 
Ultimate’s 1,000+ unlocks worked that same black magic on my mind, and it 
didn't always feel healthy. — JONATHAN 
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KIRBY'S EPIC YARN 


SINCE NF WASN'T around yet when Kirby's Epic 
Yarn first hit the Wii in 2010, we can't refer you back 
to our own archived opinion of that original edition — 
but we can flip back further, into the pages of our 
predecessor Nintendo Power! There, in NP's 261st 
edition, Justin Cheng presented his review, which 
kicked off by saying that "Kirby's Epic Yarn is, quite 
simply, fantastic. Most of the Kirby titles are thor- 
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LEGO Marvel Super Негоеѕ 2 75 David #32 
LEGO Worlds 75 David #30 


Little Dragons Café 70 Rebecca #36 

Mario * Rabbids Kingdom 
Battle 

Mario Kart 8 Deluxe 
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8.5 David #30 
9.5 Lucas #28 
6.55 Lucas #35 


oughly enjoyable, but this one stands apart from its 
predecessors thanks largely to the novel textile aes- 
thetics that make the game look like art in motion." 
Justin carried on from there, of course, and didn't 
refrain from offering critique where it was needed — 
in particular, he pointed out that the use of the word 
"Epic" in the game's name wasn't entirely appropri- 
ate, since its story, while charming, nevers offers 
anything mind-blowing. He also made sure to point 
out the title's relative lack of difficulty, but said that 
"hardcore gamers would be remiss in writing it off" 
due to its extensive array of collectables that do 
demand some skill to obtain. Ultimately, Justin gave 
the game a score of 8.5 out of 10. We'll see how the 
3DS port compares soon! 
— LUCAS 
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COMMUNITY 


snapped into a plastic shell, some functions are 
inaccessible — like the volume button (though you 
can still change the volume by holding down Home 
for a few seconds, if you didn’t know that). You also 
can’t charge the Switch while the Flip Grip is on it, 
as that port gets covered up too. 

Lastly, while the Flip Grip was meant to facilitate 
handheld vertical Switch gaming, Fangamer does 
include a sort-of kickstand in the form of a stiff 
card that can be inserted into the back of the unit. 
It works, but a version of the Flip Grip with a stand 
built in and made from the same hearty plastic 
would be preferable, it seems. Maybe Flip Grip 2.0? 

Whether or not there's ever another revision of 
this product in the future, though, the Flip Grip as it 
exists right now is brilliant and a wonderful acces- 
sory to add to your Switch collection. I'm thrilled 
that there are other diehard fans of vertical gaming 
out there, that they saw a need and that they filled 
it expertly! — LUCAS 


safely in a vertical orientation with two Joy-Con 
controllers snapped onto either side. The console 
fits snugly inside, the Joy-Cons slide onto their rails 
just the same as if you were attaching them to the 
system itself and the whole thing feels solid and 
sturdy. 

Gaming with the Flip Grip is a joy — it really feels 
like it unlocks a fourth Switch mode beyond the 
official TV Mode, Handheld Mode and Tabletop 
Mode Nintendo presents in their PR pitches for the 
system. | personally haven’t played my Switch that 
much out of its dock and connected up to my TV, 
but this is so unique, novel and new that it’s 
causing a change in my gaming habits (and my 
spending, as I'm inspired to buy more games with 
vertical display support now). 

Now, granted, there are some odd aspects of the 
Flip Grip experience. Unavoidable realities, really. 
First is that the Switch menu screens don’t rotate 
when you spin your system upright, so navigating 
from one game to another is head-twistingly 
uncomfortable. Second? With half of the Switch 


FLIP GRIP 


Unlock vertical portable Switch gaming! 


NEARLY TWO YEARS ago now, back in NF #27 
and mere weeks after the Switch first went on sale, 
| wrote a tiny article about my excitement over 
Namco's inclusion of a vertical display option in 
their first Museum release for the new system. Also 
known as "TATE" mode, it's a feature sometimes 
supported by games with playing fields that are 
taller than wide — think old arcade classics like 
Pac-Man and Dig Dug or more modern shoot-'em- 
ups like Ikaruga. For decades, new home versions 
of these kinds of games have most frequently pre- 
sented them centered in the middle of a wide 
screen, boxed in on either side by borders adorned 
by artwork or just plain black nothingness. But 
when software specifically supports doing so, you 
can rotate the display you're using to view the 
game, eliminate those borders entirely and have 
the actual gameplay fill up the full available screen 
real estate! 

The problem with that? Physically spinning your 
60-inch widescreen TV to stand up on one end is 
not practical or advisable. The Switch, however, has 
a perfectly spinnable portable screen built right 
into the console! It's perfect for showcasing vertical 
games on the go! 

The problem with that? Nintendo didn't design 
the system with that kind of configuration in mind. 
Its built-in kickstand won't support it standing up 
vertically, and while ۱ suppose you could kind of 
lean it up against something on a tabletop, that's 
just inelegant. 

Enter Jeremy Parish, of Retronauts fame. Like 
me, Jeremy was excited by the Namco Museum 
announcement two years ago, but unlike me, he 
had the foresight to envision a specialized product 
to accommodate vertical portable Switch gaming. 
(I'm a bit jealous, it's true.) He teamed up with 
engineer Mike Choi and Fangamer to develop the 
"Flip Grip," and after a Kickstarter campaign raised 
over $142,000 to fund its production, it was rolled 
out into the world late last year. 

I was one of the 8,270 backers of the Kickstarter 
campaign, and I’ve been enjoying my own Flip Grip 
for a little while now. It's ingenious in its simplicity, 
and perfectly designed to do the one job it was 
designed for: holding your Switch securely and 
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GAMES MADE BETTER BY FLIP GRIP 


To help you better visualize the vertical gaming experience, here's a selection of taller-than-wide games that are all markedly improved when playing in 
Handheld Mode if you snap your Switch into a Flip Grip. The Namco games in the first row here are all available through Namco Museum Arcade Pac 
(reviewed back on Page 73), while the rest are sold individually in the Switch eShop. | recommend Downwell most of all! It's only $2.99 and a perfect fit! 
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THE RIVALRY OF RANDOMIZER RACES 


Speedrunners’ one-upmanship gets more intense when the classics are all mixed up! 


also allows you to access parts of Hyrule’s Light 
World and Dark World that you wouldn’t normally 
be able to reach early on — but by then, you've 
probably found some items that will help you out in 
your Hyrule journey. Beating Ganon or Mother 
Brain will allow you to continue your travels in 
Hyrule or Zebes normally (with a pause in the cli- 
mactic countdown in the case of Super Metroid) 
before you decide it’s time to tackle the other boss. 

Getting through Zebes with the randomizer in 
play will involve all the tricks in your arsenal to 
navigate dangerous areas without the recom- 
mended equipment — there’s lots of shine sparking, 
bomb jumping and wall jumping that you'll have to 
have the skills to perform. Likewise, there are also 
a lot of tricks you can perform in Hyrule that take 
advantage of the fact they were only performable 
in the original release, such as combining a 
Pegasus Boots dash with the Hammer and being 
able to swim without the Flippers. 

There are 316 item locations in the two games, 
which means you could literally be searching 
almost everywhere for that one elusive item that 
will finally move you forward out of a rut. Weekly 
races at Twitch.tv/SpeedGaming (and elsewhere) 


A LINK TO THE SUPER METROID 

Link opens a treasure chest in the basement of 
Hyrule Castle, but instead of the handy Lamp, it’s 
...a bunch of missiles? Meanwhile, Samus makes 
her way through Brinstar in search of Kraid, and 
where the Varia Suit should be sitting, it’s . . . Zora’s 
Flippers? The only way this can be possible is if 
you're playing the combined A Link to the Past and 
Super Metroid randomizer known as "A Link to the 
Super Metroid," which arose from the joint efforts 
of both games’ randomizer communities. By some 
miracle, hackers discovered that both of these 
games could be combined and run simultaneously 
by SNES hardware. It’s pure 16-bit wizardry. 

In order to generate a "seed," you need the 
original Super Famicom ROMs for both games 
(you're on your own for this), and then upload them 
to the generator on the A Link to the Super Metroid 
site. This will automatically shuffle around all the 
items in the two games — including swords, suits 
and boss drops. While you start out traversing the 
hostile territory of Zebes in Super Metroid, you're 
able to travel to the Light and Dark Worlds of 
Hyrule by passing through doors that would 
normally take you to safe areas of the map. This 


SO YOU KNOW Hyrule like the back of your hand, 
you've curb stomped Zeromus multiple times and 
you could probably beat Mother Brain blindfolded 
— now, you're looking for something a little more 
challenging. How about doing a little rearranging? 
No, not using the Marie Kondo method to organize 
your video game collection, but playing a random- 
ized classic title: Randomizers are ROM hacks that, 
at their core, are your same favorite old video 
games — but with the path to the end credits 
remixed, rearranged and laid out totally differently! 

Many of the most common randomizers start 
with a base ROM that is plugged into a download- 
able or web-based client that does all the work for 
you. Some randomizers just move around item 
locations, while others shuffle boss battles and 
sometimes even whole locations. 

Randomizers have become most popular in 
races run by speedrunners, as they require them to 
combine their encyclopedic knowledge of frame- 
saving tricks with their encyclopedic knowledge of 
item locations in order to be the first to reach their 
final goal — an added challenge that can sometimes 
prove to be the bane of many who normally excel 
at these same games, as you'll soon read here! 
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other Final Fantasy titles to music from Game of 
Thrones. Also, you can enable an alternate final 
form for Zeromus from hundreds of (sometimes 
silly!) possibilities. 

Awesome Games Done Quick 2019 this past 
January featured a four-way FF4:FE race between 
runners Khobahi, riversmccown, Neerrm and 
ObdaJR, with a donation incentive giving them the 
starting character of Dark Knight Cecil. Another 
donation incentive chose the source of the music 
that was used during Edward’s TwinHarp scene (the 
Tal Tal Heights theme from Link’s Awakening). 
Members of the FF4:FE community commentated 
the race, which got a lot of attention — including 
Harvest Moon publisher Natsume, as one of their 
employees runs FF4:FE! Eventually, riversmccown 
pulled ahead to win, and as the final surprise, a 
special AGDQ enemy sprite for Zeromus designed 
by team artist SchalaKitty was revealed: The 
animals of Super Metroid were tired of being used 
for meme material and became Animalsmus! 

For those of you wishing to take a swim in the 
randomizer pool, be sure to check out the links 
below to find the generators and the Discord com- 
munities for these awesome ROM hacks, and may 
the RNG be ever in your favor! - REBECCA 


MARCH/APRIL 2019 


FINAL FANTASY IV: 
FREE ENTERPRISE 


LEAGUE MATCH FLAGS 
2018 


can also refer to you getting a free Enterprise — 
Cid's airship — to start off the race to collect all the 
party members and key items you'll need to even- 
tually defeat Zeromus in the Lunar Core. 

Before uploading a ROM of Final Fantasy II to 
the FF4:FE website to be seeded, you can select 
any and all flags to make your run as easy or as 
complicated as possible. With the most common set 
of flags enabled, you'll start with two random main 
characters and one random key item — such as the 
Sand Ruby, Cecil's Paladin sword or keys to locked 
locations. You can also shuffle all 399 treasures, 
the shop inventories and the locations of boss 
battles, which also scales their difficulty up or 
down depending on their new location. (Even so, if 
you stumble across Wyvern at the beginning of 
your quest, | hope you enabled -whyburn!) You can 
also set flags for items, spells and abilities from the 
original Final Fantasy IV, such as items that let you 
cast advanced spells like Ice-3 and Wall. 

There are also some QOL improvements from 
the developers, such as the ability to drop items 
back in chests, streamlined level-up text and 
options to enable or disable auto-dash or random 
encounters. There are also some fun touches: The 
music during Edward's TwinHarp sequence can also 
be practically anything at all, from tunes from 
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demonstrate this, as it’s exciting to see which com- 
petitor will come across a critical item needed for 
further progress first. But even when runners work 
together, the RNG can still get the better of them! 

During Games Done Quick Express at TwitchCon 
2018, streamers Andy and OatsnGoats teamed up 
for a randomizer speedrun. Everything was going 
well and the duo was on pace to finish quickly... 
until Andy entered Ganon's Tower and found the 
Big Key. Except the Big Key was on top of a torch, 
where a Small Key usually rested, which meant 
they needed to find the Pegasus Boots to proceed! 
For almost an hour, they searched both Hyrule and 
Zebes for the elusive boots, as donors offered 
helpful tips (as well as terrible boot-related puns) 
and the two runners kept their fingers crossed that 
they wouldn't need to get the three pendants in 
order to pull the boots from the pedestal where the 
Master Sword rests in the vanilla game. Finally, 
they decided to recheck the Tower of Hera — ironi- 
cally, they were in the Big Chest that they'd skipped 
because they didn't have the boots — and the two 
of them managed to defeat Ganon and Mother 
Brain with less than 15 minutes left of their esti- 
mated time. 


FINAL FANTASY IV: FREE ENTERPRISE 

A randomizer that combines all the fun of a scaven- 
ger hunt with an open-world environment, ۴ 
was developed by a team led by bOardface and is 
based on the original English release of Final 
Fantasy ۱۱ on the SNES. The "Free Enterprise" name 
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The hits will keep coming for Nintendo Switch as we move further into 2019, but as the month of 
May approaches, attention will turn to the biggest Big N-related film debut in years: 


Pokémon: Detective Pikachu! Well take a closer look in advance of its opening, but 
don't worry if you weren't planning a trip to the theater — we'll have new games to 


discuss too, like Super Mario Maker 2 and the new Animal Crossing! 
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82 ISSUE #38: RIVALS UNRAVELED 


SIBLING RIVALRY 


IF YOU'D MET me as a kid, you never would have predicted that I'd end up as an adult whose career revolves around 
video games. Kid Lucas didn't play video games. Kid Lucas was too upset by them — too afraid to play, because of a 
paralyzing fear of failure. | thought that, if | played, I'd lose. So if | never played, | could never lose! Sound logic, right? 


But, remarkably, I still loved video games — all thanks to the efforts of my brothers. My big brother Josh, just about 
three years older than me, was my gaming hero. I sat back and watched as he learned and conquered game after 
game. He and his buddy Michael Shelman played two-player and made it through the entirety of Super Mario Bros. 3, 
and | was in awe. He blazed through shooters like Life Force and Jackal, and | watched in wonder. He rode his bike 
around our neighborhood and met up with all of the other boys nearby to play all of their NES cartridges too, and I 
tagged along like little brothers do and tried my very best to be cool and fit in with the older kids, all of them masters 
of the Game Genie and Mega Man 3 and Little Nemo: The Dream Master. 


| overcame my fears eventually as | got older, and | finally began to play and enjoy games for myself, firsthand, 
instead of just living vicariously through others. But no sooner did | settle into my own rhythm than my younger 
brother, Dan, started picking up controllers himself and blowing me away all over again. Dan never had the fear that 
I did — he was knocking out King Hippo and rescuing princesses and make Dr. Wily beg for mercy from the very start. 
And his skills kept growing as he grew older! Music games in particular couldn't match his might, as he shredded 
through the Guitar Hero series and obliterated Donkey Konga. (Seriously, he got so good at Donkey Konga that he 
could play and earn perfect scores with one hand. How? I'm still reeling from that.) 


If | had gone through life as an only child, I'm sure I still would have loved video games. But having so many of my 
formative experiences with them shaped by sharing those experiences with my brothers is priceless. ۱ love that | can 
look back on so many old games and tap into memories of playing them with Josh, or Dan, or both. 


But let me tell you one thing — for as much as the two of them put my scaredy-cat skills 
to shame in our childhoods, | have one spectacular victory | can always claim as my 
very own. Super Metroid. | totally destroyed them at Super Metroid! 


To be fair, full disclosure, it's because I had the SNES all to myself when it came 
out. We bought the game right after it launched — almost exactly 25 years ago as 
this issue is published, actually — and very shortly after that, both Josh and Dan 
got sick. Really sick. Not the fun sick where you can kick back and watch a lot of 
TV while you're missing school, but the un-fun kind where you just lay on a couch 
all day and moan. 


(They got better.) 


But while they were both under the weather upstairs in 
the living room, | was down in the basement in our little 
Nintendo gaming nook, crawling through every cranny in 
the depths of Planet Zebes. | blasted through Brinstar and 
took out the towering Kraid. ۱ swallowed my fears and 
explored the haunted Wrecked Ship, taking out the 
spectral Phantoon along the way. ۱ sloshed through the 
watery Maridia, braved the fires of Norfair and came face 
to face with the monstrous Mother Brain in that intimidating 
Tourian — and won. I directed Samus through her final escape 
from the exploding planet, sent her running back up to the 
surface to jump into her ship and blast back off into the 
safety of space and then ran myself straight up the 
stairs with loud, rapturous exultations proclaiming 
to my bedridden brothers that I, at last, had my 
own incredible gaming victory all to myself! 


They looked over at me and moaned. — LUCAS 
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